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The Nostalgic Music Centers 
each feature a large full-color 
AutoMagic Touchscreen™: 
Easy Touch-screen access to 
your songs, with cover art, song 
information, and more! 


Classic Styliag meets 
modern technology i in the 
Rock-Ola Nostalgic Music | 
Center, a full- size commercial- 
quality jukebox for the home. | 


The QB-PV Nostalgic Music 

Center is the ext generation 

in luxury music systems for 

the home. The QB-PV j JS a full- 

service music management 

system thatallows you to 
aniz d 


The Nostalgi J 
can hold ир to 22800 CDs—or | 
about/40,000 songs—on the / 
160GB hárd drive. The QB- 
PV is easier to use Шапа , 
traditional CD jukebox, as/ 
theré are no title pages 16 
Aype and load. Simply Доаа 
yður CDs, and the album art 
апа d data appeay on the 


| The Nostalgic Music qe 
is the perfecyaddition | pan 
home. 4 М 
Order Мой v for Immediate 
i a Delivery! \ 
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TEXAS' PREMIERE GAMEROOM EVENT 
IS BACK AND BIGGER THAN EVER! 


Hilton DFW Lakes 


FREE PLAY! Executive Conference Center 
‚ | 1800 Highway 26 East 


LEAUE YOUR QUARTERS AT HOME! | Grapevine, Texas, 76051 


New BIGGER LOCATION! More Space = More Games! 

• Door Prizes all weekend, including a grand prize drawing for a restored JUDGE DREDD Pinball Machine! 

e Pinball Tournaments for adults and children awarding cash, prizes and IFPA ranking points! 

e Bring a pinball machine and win! Awarding over $800 for Best 0. Show Awards! 

+ Vendors Selling Coin-Op Games, Parts & Supplies! < ij - 

Ip -Coin-Op Swap Meet Saturday Morning! 
ОЛУ smi A „bring Ihe Kids! 


$15 In Men 
One Day Ticket (Friday Satu 
One Day Ticket (Sur 3 


SHOWHOURS 


_ Friday com 2am (Ballroom) 
Saturday jam - 12pm (Swap Meet) 


Saturday Eros 2am (Ballroom) 
Sunday 10am - 2:30pm (Ballroom) 


FOR MORE INFO: 
(214) 632-5537 
or visit 
www.texaspinball.com 


HOTEL RESERVATIONS 
(800) 984-1344 
(Mention the 
for a special $99 Room Rate) 


BRING YOUR PINBALL MACHINE OR ARCADE GAME ТО THE SHOW AND GET ІП FOR FREE! [SEE wee SITE FÜR DETAILS] 


Pinball Pal 


Pinball and EM Arcade Game 


Restoration Products 


Coming soon: 
The Ultimate Clock Board for 
Twilight Zone 


http://pinballpal.com/ultimate/ 


OFFICIAL LICENSEE 
of the 
GOTTLIEB® and 
D. GOTTLIEB & С0.® 


Trademarks 
by authority of 


[Million vus 100% ay 
! HII "m Eom Y 100 


Pinball Pal is the exclusive source for Shay Arcade Group reproduction backglasses 
and playfield plastics. For a complete list of available items, call, write, email or 


Just : 24 2, ‚ Lady f ЖУ) & Peppy the Clown! [ —— Gottlieb Development LLC 


The Shay Arcade Group, Inc. кїнбї en 


log on to http://pinballpal.com/shay. 


Backglasses currently available from the Shay Arcade Group 


Barnacle Bill Sittin’ Pretty Mystic Marvel Spider-Man 
Jack 'n Jill Dragonette Cross Town Pinch Hitter 
Official Baseball Stage Coach United Star Slugger Universe 
‘57 Dix Baseball Grand Slam Lightning Ball Royal Flush 
6 Plr Ten Strike Rocket Ship Supreme Bolascore World Series 
Heavy Hitter Central Park Rose Bowl Twin Bill 
Dale Gun Minstrel Man Roto Pool Gusher ° 
Scientific Batting Kings & Queens King of Swat Upper Deck К ч 
Ргасїїсе Classy Bowler 4 Bagger Silver a А СК ww | "J 1 L pA 
Hawaiian Beauty Subway Gypsy Queen ...and more = Lt 
| 
World Series Tropic Isle Square Head 
Line Drive Jockey Club Sittin Pretty 
Shoot the Bear ...and more 
Pleasure Isle Spot-a-Card Check website for 
Sunshine Slick Chick latest info! 


Mostbackglasses: $275 each Playfield plastics: $40 to $135 


Stencils for Restoring 
Pinball Machine Cabinets 
Computer-cut stencil sets for: 


х WMS Ten Strike bowler > Gottlieb Black Hole 
* Bally Paragon * Bally Star Trek 

* Williams Black Knight + Bally Playboy 

зх Bally Capt. Fantastic х Bally Kiss 


* Bally Fathom х Williams Gorgar 
х Bally Eight Ball Deluxe > Bally Wizard 
* Bally Eight Ball * Bally Centaur 


$139.95 per set 


Now made from a new material that's even easier to asel 


Stealth Series Pinball Machine Protectors 


The originator of computer-cut. 2 Protect your pinball machine from wear and tear with this unique line of products. 
pinball machine stencils raises 

the bar again: dd Stealth flipper button cabinet protectors Stealth cabinet leg protectors 

x Now easier to apply э Instant-install with pre-cut flipper button hole х Nearly invisible when installed 
* No transfer tape required 7 * Custom-install for an even more seamless look & Pre-cut high density foam 

зх Easier to remove ¥ Choose clear to protect original artwork * Fits any pinball machine 

** Reusable ** Choose black to cover existing wear 

* Repoisitionable 3 Stealth playfield wear area protectors 

* Over four times thicker E Stealth start button cabinet protectors * Thin, super-transparent pre-cut patches 

Ж Resists stretching * Protects the area around the start button :* Removable vinyl, not permanent like Mylar 
Ж Super-accurate patterns х зх Crystal clear, removable vinyl Ж 29 pre-cut shapes and full sheets available 


See website for pricing, quantity discounts and combo packages 


х Sega Helicopter 
* Sega Grand National 


Replacement 8-Track Tapes for EM Arcade Game Audio Replacement Score Windows for Gottlieb® 


Digitally restored and recorded on premium NOS 8-track cartridges 


* Wild Kingdom (gun) ^ * Dune Buggy (car) with these new self-adhesive replacements 

* Haunted House (gun) ¥ Gangbusters (gun) * Available in Green or Blue 

* Shoot Out (gun) * Twin Pirate (gun) * 9 piece set has enough filters for any game 
х Chopper (helicopter) х Dozer (bulldozer) A 

Кр (сл) * Sea Rescue Mow ша ЭЗ ЭЧ perset 
Triple Hunt * Bally Space Flight 

х Coney Island Rifle * Allied F-114 


Replacement drive belts now available 
8-Track tapes are $25 each 


System 1 & System 80 pinball machines 
Renew your worn backglass score window color filters 


Visit http://pinballpal.com For More Info 
About These Exclusive Products 


Хх Backbox fluorescent lamp warming filter 

* Cyclone mini playfield flags (set of 17) 

* Blue insert color correction filters for repro 
Centaur and Fathom playfields 


x Sega Moto Champ 
...more on the way 


Ordering 


We accept personal check: 


Information датан GSound Enhanced Sound Сага бони? 
рна, for Gottlieb® System 1 & System 80 Pinball Machines 

Я 4i 

s, U.S. Money Orders, major 


mm х ds GSound is a replacement sound board for many Gottlieb® System 1 and Ж кН ДЫ. 
oo credit cards andion tine payments through Payal (All System 80 pinball machines. GSound replaces the original unreliable and Кыл зыр ыы 
ا‎ pricesare in US dollars И Paving y checks yourorder hard-to-repair sound board with a new design that add ber of sura] 
Se! may be held until your payment has cleared our bank. fo m ү. A SED ПАК O DEE MS) * No configuration jumpers 
Our on-line store will automatically calculate shipping features. All sounds are stored on removable and re-writable Flash Memory sx Exact emulation of factory 
лаге based оп the destination stares and the cards. Original factory-style sounds can be stored on the card as well as custom | sound effects (if desired) 
> shipping method that you choses sounds installed by the user. Games that originally came with primitive beeps |. Unlimited user-defined sounds 
о СТЕ апа bloops can be upgraded to play any sound at all - speech, music, and тоге. | All sounds stored оп 
f^, 128 Bit SSL For complete ordering information, and details of our GSound is the first in a series of replacement sound systems for pinball machines | Compact Flash cards 
| Security 30-day money-back guarantee, log onto: and other arcade games. For the latest information about GSound, log onto: |'* Change sounds in seconds 
http://pinballpal.com/ and click on "Order Info". http://pinballpal.com/gsound/. 3# No ROM programming needed 


Pinball Pal * 366 Washington S! 


Newburgh, NY 1255 


ttp://pinballpal.com 


CHAOS 
CENTRAL 


We're all historians in one way or 
another, preserving bits of history 
we feel are important 


lE back is a big part of this hobby. Whether you're looking back at the glory days of 
electromechanical pinballs, the heyday of trade stimulators, or the golden era of video 
games, we're all historians in one way or another, preserving old gaming and coin-op devices 
that were only designed to operate as long as they earned money (usually only a few months to 
a year). It’s our very inability to let go of the past that keeps this hobby alive. 

This month, Rob Craig takes a look back at Alvin G. & Co., a small pinball company with 
a unique legacy of machines. While they never achieved the success of pinball giants such as 
Williams and Bally, Alvin С. & Co. still managed to create some truly one-of-a-kind ma- 
chines. Check out Rob's Tales of the Silverball for the full story! 

"here's more, of course (there's always more!): we've got an interview with Gary Stern, Pres- 
ident of Stern Pinball—Scott Voisin had a revealing chat with Gary about everything from 
licensing, limited run machines, and even Gary’s views about the future of pinball. Kevin 
Keinert is here to deliver another EM restoration tale, this time about Bally’s Hill-Climb, a 
dirt bike game that even had a “night mode”—very cool! And of course there are great col- 
umns covering everything from video gaming firsts to how to silk screen cabinet graphics. 

Anyway, enough with the teasers—I’ve rambled on too long. No more preamble—on to 
the main amble! 


АГ Garage Band Goes On A 


The Game is Never Over, 


Kevin Steele, Editor 


Read more about Alvin G's pins, including Al's Garage 
Band Goes on a World Tour, on page 42! 


I'm always looking for great stories. If you've got a cool restoration, a great game room, 
or just a coin-op addiction you'd like to confess, I'm all ears—send me your photos and 
story at info@gameroommagazine.com. 1 pay for reviews and articles, and you'll get a 
cool t-shirt as well (even better than fame and glory!) Send it in—this could be your big 
break to superstardom (or at least some cool bragging rights...) 
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Advertise With GameRoom! 


Ad Deadlines are 12 Noon Eastern 
March 5, 2008 (for the April 2008 issue) 
April 5, 2008 (for the May 2008 issue) 


Low Advertising Rates 

Now in Full Color! 

Full page: 7.5"W x 10"H or 8.5” x 11” $289 
Half page (horizontal): Wx 5"H $145 
Half page (vertical): 3.67"W x 10"H $145 
Quarter раде: 3.67"W x 5"H $70 
Business card: 3.67"W x 2.5"H - 1x: $36 


Multiple run discounts of up to 2596 apply when 
you run your ad for consecutive months. Call or 
email for full details and a rate card. 


Power Ads (word-only ads) 
See GameRoom Marketplace, Page 62. 


Gameroom can help create your ad for no charge! 
Call us with your requirements. 


Coin-Op Show and Auction Calendar 


(*) - Look For That Show's Ad Inside This Issue 
Dates and Locations Subject to Late Change. Contact Promoter To Confirm 


February 2008 

* 2nd SUPER AUCTIONS Knoxville, TN Rob Storment (714) 535-7000 

* 9th AUCTION GAME SALES Kingsport, TN Rick Parsons (800) 551-0660 

* 9th SUPER AUCTIONS Orlando, FL Rob Storment (714) 535-7000 

* 23th SUPER AUCTIONS Yucaipa, CA Rob Storment (714) 535-7000 

* 29th-March 1st OHIO PINBALL AND GAME ROOM FESTIVAL Akron, OH http://hometown.aol.com/mjpinballs/ 


March 2008 

* 1st SUPER AUCTIONS Orlando, FL Rob Storment (714) 535-7000 

* 1st SUPER AUCTIONS Akron, ОН Rob Storment (714) 535-7000 

* 8th-9th VICTORIAN CASINO ANTIQUES Las Vegas, NV www.VCAAuction.com 

* 8th AUCTION GAME SALES Winston Salem, NC Rick Parsons (800) 551-0660 

* 14-16th TEXAS PINBALL FESTIVAL Grapevine, TX Craig Hassell (214) 632-5537 texaspinball.com 

* 15th SUPER AUCTIONS Dallas, TX Rob Storment (714) 535-7000 

21st-22nd 5th FAIRFAX PINBALL OPEN, Fairfax, VA www.virginiapinball.com 

* 26th SUPER AUCTIONS Major Family Entertainment Center (see site: superactions.com after March 1st) 
* 29th-30th MIDWEST GAMING CLASSIC Milwaukee, WI www.midwestgamingclassic.com 


April 2008 

*2nd-3rd CHICAGO GAMEROOM & NOSTALGIA SHOW Kane County, IL Marge Skala (630) 881-4176 

* 4-6th CHICAGOLAND ADVERTISING, SLOT & JUKEBOX SHOW SHOW St. Charles, IL Kevin Greco (815) 353-1593 www.chicagolandshow.com 
* 5th AUCTION GAME SALES Winston Salem, NC Rick Parsons (800) 551-0660 

* 5th SUPER AUCTIONS St. Louis, MO Rob Storment (714) 535-7000 

* 11th-13th ROCHESTER GAMEROOM SHOW Rochester, New York www.RochesterGameRoomShow.com 

* 12th SUPER AUCTIONS Detroit, MI Rob Storment (714) 535-7000 

18th-19th PINBALL AT THE 700, Kalamazoo, MI www.pinballatthezoo.com 

* 26th SUPER AUCTIONS Milwaukee, WI Rob Storment (714) 535-7000 


May 2008 

* 2nd-Ath PINBALL WIZARDS CONVENTION Allentown, PA Denise Hein (610) 779-6810 www.pinballwizardsconv.com 
3rd-4th MAY DAY PINBALL TOURNAMENT Hoplins, MI www.maydaytourney.com 

* 10th SUPER AUCTIONS Private Auction (see site: superactions.com after May 1st) 

* 17th SUPER AUCTIONS Ponoma, CA Rob Storment (714) 535-7000 

* 24th SUPER AUCTIONS Dallas, TX Rob Storment (714) 535-7000 

* 31st SUPER AUCTIONS Major Family Entertainment Center (see site: superactions.com after May 1st) 


June 2008 

* 7th SUPER AUCTIONS Orlando, FL Rob Storment (714) 535-7000 

* 14th SUPER AUCTIONS Knoxville, TN Rob Storment (714) 535-7000 

* 2151 SUPER AUCTIONS San Jose, CA Rob Storment (714) 535-7000 

* 28th SUPER AUCTIONS Charlotte, NC Rob Storment (714) 535-7000 0 


Stay Tuned: More 2008 Events Coming Soon! 
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FEBRUARY 


2 Knoxville, TN 
Chilhowee Park & Exposition Center, Jacob Bldg., 3301 Magnolia Ave. 


55 Entry * 55 Buyback * 5% Commission * Always $100 maximum any item! 
AMOA & TN AMUSEMENT ASSOC. SELL FREE AT THIS AUCTION! 


Orlando, FL SPECIAL AUCTION! 


23 Yucaipa, CA 
Indoor Batting Cages & Mini Golf Family Entertainment Center 
See website February 1 for details 


MARCH 


1 Orlando, FL 
Central Florida Fairgrounds Exhibit Hall, 4603 W. Colonial Dr. 

1 Akron, OH area 
Emidio Expo Center, 48 E. Bath Rd., Cuyahoga Falls, OH 
In conjunction with the 4th Annual Ohio Pinball & 
Gameroom Festival — See Website or Call for More Info! 
Dallas, TX Area 
Rodeo Center, Exhibit Hall A, 1818 Rodeo Dr., Mesquite, TX 


SPECIAL 
AUCTION! 


Major Family Entertainment Ctr 


St. Louis, MO area 


12 Detroit, MI 
Michigan State Fairgrounds, 1120 W. State Fair Dr., Community Arts Bldg. 


26 Milwaukee, WI area 
WI State Fair Park, Prod. Pavilion Bldg., 8100 Greenfield Ave., West Allis, WI 


Sell 15 games or more, only 


ГА 
9.9% 
COMMISSION 
lowest consignment rate 


in the USA for volume 
consignors! Call for details 


AMOA 
MEMBERS 


SAVE up to 39% 


on Selling Commissions 


To get this and additional AMOA Benefits 
Call (800) 937-2662 and 
SIGN UP TODAY! 


ALL CONSIGNORS 


A 


NIGHT OF AUCTIC 


MAY 


SPECIAL 
AUCTION! 


1. Private Auction 


7 Pomona, CA 
L.A. Fairplex, 1101 W. McKinley Ave., Bldg. 5, Pomona, CA 


‘4 Dallas, TX Area 
Rodeo Center, Exhibit Hall A, 1818 Rodeo Dr., Mesquite, TX 


3. Major Family Entertainment Ctr 


SPECIAL 
AUCTION! 


JUNE 


7 Orlando, FL 

Central Florida Fairgrounds Exhibit Hall, 4603 W. Colonial Dr. 

14 Knoxville, TN 
Chilhowee Park & Exposition Center, Jacob Bldg., 3301 Magnolia Ave. 
55 Entry * 55 Buyback • 5% Commission * Always $100 maximum any item! 
AMOA & TN AMUSEMENT ASSOC. SELL FREE AT THIS AUCTION! 
San Jose, CA 
Santa Clara Fairgrounds, Gateway Hall, 344 Tully Rd. 


Los Angeles, CA 


SPECIAL AUCTION! 
TWO BIG DAYS! 


Charlotte, NC 

Metrolina Expo Trade Center, 7100 Statesville Rd., Bldg #3, Charlotte, NC 
55 Entry * 55 Buyback * 5% Commission * Always $100 maximum any item! 
AMOA & NC AMUSEMENT ASSOC. SELL FREE AT THIS AUCTION! 


БЕЗ! SELL YOUR GAMES 
SIG) AT AUCTION! 


Bring your coin/op game room equipment to 
the Auction site the day before the Auction. 


Check your equipment in and receive 
inventory numbers. 


Once the Auction concludes, all funds collected 
and commission paid — you're paid immediately! 


CONSIGNMENTS WANTED! 


TO CONSIGN GAMES FOR SALE: Bring to Auction Site Friday preceding Sale 
from 10am to 9pm. Saturday auctions begin at 10am local time with inspection 
from 8am to 10am. Payment in full day of sale. 13% Premium to Hammer 
Price. TERMS: Cash, MasterCard, Visa, American Express, and Discover 
only. Industry related Seller's Permits required for non-taxable purchases. 
All equipment must be removed Day of Sale. NO EXCEPTIONS. AUCTIONS 
CONDUCTED BY Robert Storment, CAI, Larry Gillaspy, Larry Mitchell, Mike O’ 
Brien, Johnny King; CA#14663700753, 158736699; TX#10931; FL AB0001109, 
AU0001549; GA NR 002582; IN-AU19600170; WI#052-1964; IL 041000689; 
NC #8280; 5С82262, OH #57199669899, TN 400006111, #AU10600125, 
#AUN002582, #041.0000689, #AB0001109, WI #1964-052 


è EXPRESS) ice a 


AMUSEMENT & MUSIC OPERATORS ASSOCIATION 


SuperAuctions.com 
(714) 535-7000 


-info@gameroommagazine.com 


Hi Kevin, 
Great mag! I look forward to it each month. 
Just a quick story for you from the “Hey! 
That's cool and it actually happened to me” 
files. 

A few months ago I met Lonnie Ropp 


while buying some arcade cabinets who 


works for Stern Pinball. He’s a programmer 
and designer at Stern and offered to give my 
boys and I a tour of the factory. This past 
Sunday we were able to take him up on it. 
Way cool! 


Top 10 things I learned... 
10. It is an incredibly labor intensive 


process. There are separate assembly lines for 
wiring, playfield prep, playfield population, 
backbox population, main cabinet popula- 
tion, and testing. 

9. The pro 


of teamwork. All of those lines meet up at 


a finely tuned symphony 


the end where everything goes together into 
the final product. 

8. They build different cabs depending on 
what has been ordered. They were working 
on Spider-Man Blacks when we were there 
but they can switch over in about a day and 


be building Wheel of Fortunes or something 
else. 

7. It depends on when their licenses run 
out as to how long they can make a pin. For 
instance, Lord of the Rings i 


expired so they 
can't make them any more but they will be 
making Simpsons again in a few weeks. 

6. They can build up to 50 per day. 

5. T asked how much they charge the ops 
that buy from them and he said it depended 
on terms and how many they buy. He never 
did give me an amount so I'm still curious 
how much, on average, Stern makes on each 
pin, gross and net. ГЇЇ ask him next time I 
see him. 

4. My 12 year old told my wife afterward 
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that I was “picking everything up”. I didn't 


even notice that but I guess I was just excited. 


3. Working at a pinball factory is appar- 
ently my 8 year old’s life’s ambition now. 

2. Lots of testing stations. Everything they 
put together is tested at the end of that line. 


Then everything is tested again once it’s all 


put together. My 8 year old volunteered to be 
a final tester. 


1. It wa: 


nazing to see so much cool 


pinball stuff in one place. Every work station 


had some kind of awesomeness, whether it 


was artwork, flipper assemblies, rubber rings, 


characters, or ramps. 


It was a great time and the kids had a ball. 


would recommend the tour if you ever 

get a chance during the Pinball Expo or any 
time you're in the Chicagoland area. No one 
works on Sunday so the place was totally de- 


Reader Alan Ellis'"Best of” 
Themed Pinball Lineup 


PINBALL TIME 


Questions? 


Comments? Rants? 


Raves? 


GameRoom Magazine 
12943 Kingston Way 
North Royalton, Ohio 44133 


info@gameroommagazine.com 


serted. It would have been nice to see some of 
the people in action putting things together. 
Maybe next time. 
Best, 
Don Duwelius 


Don, | love stories like this—it's these 
kind of “magical moments” that make this 
hobby so special. It’s certain to be a fond 
lifelong memory for your sons. Thanks for 
sharing it! 


Rob Craig, 
This is my proud pinball collection I own 1 
of each manufacturer, which I believe that 


these are the best of each manufactur 


"Twilight Zone by Bally, Funhouse by Wil- 
liams, Stargate by Gottlieb, The Simpsons 
Pinball Party by Stern. I would love to tell 
my story on how it all started. I read your 


article (Tales of the SilverBall: Theme Collecting, 
January 2008—ed) and love it. The part that 
made me laugh is how your machines would 
be organized, if they weren't so darn heavy! 
I would change my lineup every month! Me 
too! You're right: what an awesome sight to 
see them all lined up like that. My problem 
is I want more pins and need a bigger house. 
Keep the dream alive and play pinball. It’s 
Pinball Time! 

Best Regards, 

Alan Ellis 


Kevin, 

I recently subscribed to your magazine and 
have been enjoying it. I know you have asked 
for suggestions in the past for your magazine, 
and I thought I would write you a quick note 
with some ideas of things I would like to see. 


- Games/ Interactive: 

Why not have some actual games in gam- 
eroom magazine. Something a little interac- 
tive to fill some of the space. For instance, 
how about an arcade-themed crossword 
puzzle or something like that. You could 
also just do random arcade trivia. Make it 
really obscure and then have something like 
“triva@gameroommagazine.com” setup 
where people can send their submissions. 
"Then in the next issue as a "prize" list the top 
three winners or something. There are many 
in this hobby that would participate just for 
the geek cred to be mentioned as a trivia mas- 
ter in an issue of your magazine. 


- Classic Arcade Game History: 

Iam always fascinated with the story behind 
the classic games. Who the creator was, what 
their inspiration was, any funny "features" 
that came about in a game because of limita- 
tions of technology or overbearing supervi- 
sors etc... 

I used to sell arcade cabinets as a side 
business/hobby with the Jakk’s 5-in-1 boards 
as the brains. To help increase business, I 
started doing little write-ups about the games 
from the Jakks boards, you can still find them 
online for some examples of what I’m talking 
about: 
extraordinaryarcade.com/?p=12 - Pac-Man 
extraordinaryarcade.com/?p=13 - Galaxian 
extraordinaryarcade.com/?p=15 - Dig Dug 
extraordinaryarcade.com/?p=40 - Rally-X 


I never did finish all of the histories be- 
cause we had to stop making the cabinets (we 
couldn’t keep up with orders, we kept raising 
the price but people kept ordering, and it 
started to not be fun anymore, kind of like 


your RetroBlast.com I'd imagine, so 
we ultimately just stopped taking new 


orders, filled all outstanding orders, 
and then have moved onto other proj- 
ects and have never started up again, 
don't think the market is there for it 
anymore anyways). 

I just scoured the net looking for 
info on the games I was doing the write 
up on, any tid bit, fact, trivia, etc... I 
could find I would file away, and then 


I just wrote up a little history when " 


I thought I had enough. You would 
c ACROSS 
probably have to be more careful than 
I was with fact checking (I didn't make 
up facts myself, but I also didn’t go to 

à nemesis. 
too much trouble checking out other 
peoples sources, so I am fully aware 
there could be errors in my histories, 
but no one has complained yet). 
- Comics/ Cartoons RN 
There are so many people out there 
who have started web comics and 


woman. 


UM: н н 2084 
the like, it seems like you'd be able 
to get some readers to submit. I have 


submitted comics to niche magazines 


1984. 
in the past (American Bee Journal and 


Bee Culture to name a few, yes, Pm a 
bee keeping nerd). They only paid me 
like $25 per comic, but it was fun just to see 
it published in their magazine. If you had 
something similar, I would start submitting 
stuff to you, but I'm not sure if that is some- 
thing you do with your magazine. 


Hopefully you take each of these things 
knowing that I love your magazine, and only 
suggest these as things I think could help, but 
definitely not as things that are needed (I an- 


Questions? 


Comments? 
. Rants? Raves? 


PO Box 33490 


2. First arcade game with a true color 
graphics display. 
4, Dig Dug's goggle wearing tomator 


6. Final Fight's Mayor of Metro City, and 
pile driver king, 

7. Marios original name 

8, Last name of Atari founder. 

10. Street Fighter II's Russian Wrestler, 
11. Manufactured Bubble Bobble, Qir, 
Jungle Hunt, etc. 
12. Computer 


13, Nintendos first arcade machine 
15. The first arcade game designed by a 


16. This arcade game takes place in the year 
17. Mr. Hot Dog, Mr. Pickle and Mr. Egg 
are enemies found in this arcade game 

18, The unique handlebar controller made 
this arcade stand out when it was released in 
19. Llegend has it that a military version of 


this game exists as a training simulator for the 
Bradley fighting vehicle 


GameRoom Magazine 
. North Royalton, OH 44133-0490 
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DOWN 


1. Toru Ivatani's big hit. 

2. "Remember, don't shoot food!" 

3. These arcade "Warriors" were controlled 
with rotary joysticks 

5. Avoiding cars and jumping on logs are 
just some of the challenges in this classic 
arcade from Sega 

9, Atari's gigantic sized pinball machine 

14. First name of Crystal Castle's bear. 


First arcade 


A sample coin-op 
crossword, courtesy of 
reader Mark Stevenson 


ticipate each new copy each month already, 
I’m not complaining about the content at all 
really). Keep up the great work, and thanks 
for a wonderful publication. 

-Mark Stevenson 


Mark, I think those are some great sugges- 
tions! How about it readers? Write or email 
me and let me know what you'd like to see 
in GameRoom! 
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Replacement LED Displays 


• Lifetime Warranty 

* For Williams, Bally, Data East, Stern 
• Total redesign—not copies 
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lorems emm 


Y. 2 r Pinball Cabinet Stencil Sets !!!!! / f 


Dozens of titles in stock - Adding new titles monthly 
Sex A^. Repaint your cabinets—make your game look like new! ERE 
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ou know, it's still hard for me to believe 

that my beloved 19805 are "retro The 
50's? sure, that’s retro... but the 80's? Ok, | 
guess | have to face the facts; l'M approach- 
ing the retro stage. Sigh. 


All right, before | reach a total mid-life crisis 
and buy a Porsche, I'll try to stay calm and 
just feed my crisis by picking up some of the 
neat retro goodies that I've stumbled across 
this month. 


That's of course in addition to a plethora 
of other rad news items I’ve uncovered of 
course. Enjoy! 


WICKED AWESOME, MAN!, Mitch 


NES/SNES Adapters For 
Your Wii 


Have you purchased any retro consoles 
games yet for your Wii? If you didn't know it, 
you can (via the Nintendo online store) pur- 
chase a whole host of retro console games 
from Nintendo for the NES and SNES systems 
(in addition to other systems). But the games 
just aren't the same without the original 
controllers. Well, problem solved. 


The good folks over at retrousb.com have ex- 
panded their fantastic line of USB PC console 
controller adapters to into the world of retro 
console gaming via their neat Wii SNES and 
NES adapters. 


As per the website: 


"Add a SNES port to your Wii! Use your own 
SNES controller to play Virtual Console games 
the way it was originally designed. Authentic 
game play unmatched with other controllers. 
Get 2 or more RetroPorts to play multiplayer 
games with friends. 


* Authenticity of original controllers with the 
simplicity of Wii 


oom 


Compiled by 
Mitch Gerson 


* Plugs directly into the GameCube ports 
® No drivers to install or update 


* Use with any Virtual Console or GameCube 
game 


* Also works on Nintendo GameCube systems" 


The price seem reasonable, at $19.99 each: 
http://www.retrousb.com/index. 
php?categoryID=80 


UltraPin At Sam’s Club 


The UltraPin seems like such a cool toy, but 
it’s just so darn expensive. For those of you 
who aren't familiar with it, it's basically a Pin- 
ball simulator built into a real arcade cabinet. 
The playfield is actually a flat screen LCD and 
the cabinet has a whole host of special ef- 
fects build in to simulate the feel and motion 
of a real pinball. 


The machine contains 12 popular tables (see 
below) and while | haven't checked one out 
yet in person, this seems like a fantastic way 
to have a full collection of Pins in one small 
space. As per the product description: 


"The full list of selectable games is as follows: 
Medieval Madness, Black Knight 2000, Fathom, 
F14-Tom Cat, PinBot, Eight Ball Champ, Attack 
From Mars, Strikes and Spares, Firepower, Fun 
House, Xenon, Sorcerer. 


The unique game cabinet features two sepa- 
rate displays; one dedicated to the game's 
playfield, and the other displays all selectable 
game options as well and a realistic high score 
table. Game technology allows the UltraPin 

to play just like the real thing, including bump 
and nudge action!" 


Any way, the price has apparently dropped a 
bit and it's now available for the first time as 
a home purchase via Sam's Club. Tap a vein, 
and get ready to donate some blood as this 

will set you back just over $4800 shipped. 
Get yours here: http://tinyurl.com/2clcas 


| found an impressive head to head compari- 
son of the UltraPin vs. a real machine (side 
by side) of the games Xenon and Fun House. 
Amazingly, the ball in the UltraPin behaves 
almost exactly like its real world counterpart 
in both instances. Check out the Fun House 
one specifically and you'll see the ball falls/ 
lands exactly as its real/physical ball counter- 
part. Interesting! 


http://youtube.com/watch?v=1UKTfgn08dM 


DK2 Kit Auction 


We've covered the new ОК2 kit by Jeffs- 
romhack.com and | accidentally came across 
an auction for a full DK2 kit with a full art- 
work package! | emailed Jeff and asked if the 
future kits will come with a full art package 
and he said he hasn't decided yet if that will 
be the case. The items included as part of the 
auction are as follows: 


“ROM Upgrade Includes D2K: Jumpman 
Returns and original DK in one selectable 
multi-game, swappable via startup menu or by 
holding Player! and Player2 buttons. 
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Sideart is printed on adhesive-backed vinyl 
with luster laminate featuring bright vivid 
colors. Includes two pieces. 


Control panel is printed on tough adhesive- 
backed material with polycarbonate laminate. 


Marquee is printed on a material to allow for 
backlighting and does not have adhesive. It 
is meant to be sandwiched between Plexiglas. 
Does not include Plexiglas. 


Bezel artwork is printed on tough polypropyl- 
ene with luster laminate adhesive-backed. Art- 
work for bezel includes two insert coin decals 
that will need to be removed before applying 
artwork” 


Wow, the thought of a one-of-a-kind DK2 
cab with full artwork is pretty cool! | would 
imagine that a fully realized DK2 set up 
would have some value as a collectible just 
as the Proto Defender machines that pop up 
occasionally. 


Check out the auction here: 
www.jeffsromhack.com/products/d2k.htm 


Jeff has also posted a paper arcade version 
of the fully realized machine here for your 
pleasure as well, enjoy! 


www.jeffsromhack.com/products/d2k_cabi- 
net.htm 


Read a great interview with Jeff about the 
new DK2 here: http://tinyurl.com/2caz65 


1984 Arcade Video 
Interview 


"Leapinlew" over at Arcadecontrols.com 
pointed out this great interview video about 
the totally rad and wicked awesome (sorry— 
it is the 1984 arcade!), arcade called 1984 in 
Missouri. 


10 
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The video is posted on their site along with 
some other really fun items; and | so wish I 
lived closer to this amazing place. 


The arcade was originally going to be a stor- 
age facility for the guys who own the games, 
but they decided to create a bar/arcade 
instead and let people enjoy the machines. 


As per the website: 


“We are especially proud of our collection of 
Vector games like Asteroids, Deluxe Asteroids, 
Gravitar, Tempest and Battle Zone. You will find 
almost all the classics here including Space 
Invaders, Ms. Pac Man, Centipede and many 
more. We have about 50 games and we rotate 
new games in almost weekly. Of course we 
offer private parties and an 80% vibe, complete 
with music videos from ABC to ZZTop... Its all 
here at 1984." 


Check out the video here: 
http://tinyurl.com/250u5j 
Or visit the 1984 arcade website here: 


http://www.1984arcade.com/ 


Another DS Pinball Game 


This one looks pretty cool and | can’t wait to 
give it a try. The top screen acts as the back- 
glass, with the bottom screen acting as a 
really neat 3D playfield. Due out this month 
from Southpeak Games, Dream Pinball will 
also be available in a higher end version for 
the Wii. 


Here's an excerpt from an online article over 
at the DS-x2 website: 


“Featuring six distinctive tables, Dream Pinball 
draws on the latest hardware features to pro- 
vide visuals that easily surpass previous pinball 
titles. HDR lighting, motion blur and advanced 
particle systems generate a remarkable graphi- 
cal sheen, with selectable cameras providing 
one fixed and six dynamic action-tracking 
camera angles.” 


Check out the full article and more details 
right here: 
http://www.ds-x2.com/index,php?id=10860 


A History of Rockers in 
Video Games 


You know, | never gave it much thought, but 
it turns out that video games have a pretty 
deep history of Rock and Roll mixed into 
game content over the years. 


Wired Magazine just ran a really fun article 
focusing on the various games over the 
years featuring rock and roll themes in gam- 
ing, and have put together a pretty extensive 
list of examples. 


The obvious ones include the modern Guitar 
Heroes series and I'm sure you pin heads 
immediately thought of the Tommy and Kiss 
pinball machines, but there are many more 
examples of games that | would be you've 
never even seen before. 


As per the article: 


"Starting in the late 1970s, canny managers 
and videogame-obsessed musicians urged 
clients and band mates to sign their names 
to pinball and game projects. Some turned 
out to be classics. Here are our favorite rocker 
videogames, the best of the nerdy synergy of 
two overly indulgent mediums.” 


For the full article, head on over to their 
website: 
http:;//tinyurl.com/2xy7lm 


Toyota Driving Simulator. 
Better than a Holodeck? 


Is this the ultimate driving game simulator? 
Well, if there’s a more complex one on the 
planet no one knows about it yet. 


Toyota has just completed the world’s most 
sophisticated driving simulator ever utilizing 
a full-scale car housed inside of a dome that 
provides 360 degree viewing angles. 


This of course is in addition to the motion 
simulator that creates a whole array of 
movement in virtually all directions creating 
the most realistic simulator experience to 
date. 


From Motortrends.com: 


“Toyota has announced that it has developed 
what may be the most advanced artificial 
driving experience in the world -- a simulator 
housing an actual car on a platform inside 

of a 15-foot-tall, 23-foot-wide dome. When 

the simulator is being operated, a 360-degree 
concave video screen projects computer-gen- 
erated images of roads, landscape, street signs, 
and pedestrians. A range of devices also tilt 
and vibrate the dome, which Toyota says helps 
to accurately portray the full driving experi- 
ence with a sense of speed, acceleration, riding 
comfort, and sound effects.” 


Wow. Now, will this fit in my basement? Let 
me get a tape measure. 


Read more about it here: 
http://tinyurl.com/2ca3ag 


But do yourself a favor and check it out in 
motion via this video link: 
http://tinyurl.com/ys35vh 


Game Center CX for the DS 


Now this has to be one of the most creative 
and fresh game ideas I've seen in a long 
time, and it may never ever come to these 
shores. 


SCORE OC 


REST 03 


Over in Japan, there's a TV show called the 
Game Center that features "Arino" playing 
some of the hardest old school video games 
in a reality TV like show. Basically, he's chal- 
lenged each week with a different game and 
plays it until he finishes it no matter how 
long it takes. 


Hmmm. Not too sure that it would be the 
most interesting show for the states, but 
there's a new game out in Japan based on 
the show where you're challenged by Arino 
to play various super hard retro games. 


The neat thing about these games is that 
none of them are real games, but they look, 
feel and sound just like early 80's classics 

so you're not playing games you've played 
hundreds of times before. 


Here's an excerpt from an article about the 
game that | had found across over at Wired 
Magazine: 


"The premise is simple: Arino, the comedian 
who stars in the popular TV show, gets fed up 
with his constant diet of retro games and turns 
into an evil wizard, who curses you to go back 
in time and live as a child of the 80% again -- 
unless you complete his challenges on a series 
of retro games that look and feel like, but are 
not, the real thing." 


It sounds weird but totally cool. Read more: 
http://tinyurl.com/yqhxhs 


If you import this one, be sure to read 
though this US tutorial first. If you don't read 
Japanese you'll never get past the first chal- 
lenge for sure: http://tinyurl.com/ywyb80 


Retrogaming Calendar, UK 
Style 


Ok, I'm sure most of you like me, are familiar 
with the UK versions of games we played as 
kids so this UK based calendar may interest 
you. If not, pass by to the next news item, 
as this may not be something you'll want to 
pick up. 


The calendar consists of 12 months of photo 
collages of items such as the Sinclair com- 
puter, Commodore64 games and much more 
from the UK's 80's gaming glory days. 


As per the website, the calendar specifica- 
tions include: 


* Strictly limited edition print run of just 150 
copies 

* Each calendar individually numbered and 
signed by the designer 


* Contains twelve of the most fondly re- 
membered games from the 8-bit era 


* Includes hundreds of notable dates from 
videogame history 


The approx cost is about $20 USD, but be 
sure to check with the site on shipping to 
the USA. 


Order yours here: http://www.retrogaming- 
calendars.com/home.html 


Retro Decor 


I've been thinking a lot about how | want to 
decorate a game room someday (just day- 
dreaming unfortunately for now) and | came 
across what | think are some really fun, yet 
unusual, items that would look awesome in 
any well appointed home game room. 


1 guess, as with anything it all comes down 
to how much you're interested in spending... 
but come on, admit it—look at the couch 
and tell me it's not awesome: 
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Here are two items that stood out to me-- 


Cadillac Sofa 


“Comfy vinyl seats with a Cadillac's side wings, 
complete with grille and illuminating or- 
ange and transparent lights. The wacky resin 
creations are molded from a real classic 1959 
Coupe de Ville Cadillac, truly as much an icon 
of its age as James Dean and Marilyn Monroe: 


Available in pink, red, black, there’s some- 
thing for everyone. 


Sofa size: 77” Length, 44” Depth, 45” Height 


Plug into a wall socket and switch on the 
brake lights. 


You're in for just over $2K, but the come on! 
The tail lights... light! 


Pick yours up here: 
http://stores.ebay.com/LMTREASURES 


Mr. Dee-Lish Popcorn White Metal Gar- 
bage Can 


“Inspired by the retro graphics of yesterday, 
this Mr. Dee-Lish Popcorn Metal Trash Can 
brings fun to any décor. " 


* Measures: 30H x 15 inches Diameter 


* Laminated Vinyl Decal Reads: Mr. Dee-Lish 
Popcorn Fresh Crispy 25c 


* Decal is an Exclusive RetroPlanet.com 
Design 

* 12Gallon, Durable Plastic Liner 

* Can Fits Over Plastic Liner, Lifts for Easy 
Emptying 

Get yours for $174.99 right here: 

http://www.retroplanet.com/PROD/25687 
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Get that 80's "Vibe" Right 
for Your Game Room 


x Continuing with the 
decorating theme | just 
had to point out this 
fun website that | found 
called liketotally80s. 
com. It's literally all 

| things 80's and it has a 
ton of great web links, 
ideas for theme parties 
and much more. 


This looks like a great place to gather your 
game room theme thoughts so that you 
can really nail that 805 retro look and feel. 
There's a lot I've forgotten about including 
the neon new wave style patterns that ap- 
peared in all of the artwork of the day. The 
80's were wicked awesome. 


Tease your hair, slap on your white jacket 
and neon T and check it all out right here: 
www.liketotally80s.com/index.html 


Arcade Style Controller for 
your Wii 


ПОТИ 


Now available just about everywhere is this 
formerly, importer only, item- the Wii arcade 
stick. If you're looking for a more authen- 

tic arcade experience this is your only low 
priced bet for getting an arcade style Wii 
controller. It only weighs about 2.5 Ibs and 
has what look to be a Sanwa style controller 
and buttons. 


l've seen these in importer shops for almost 
$75 bucks, but you can pick one up at your 
nearest Target for $49.00. 


As per Target's website: 


"Get an authentic joystick experience for your 
arcade-style Wii games. The easy-to-use but- 
ton layout has turbo function for all buttons, 
and easily connects to your Wii Remote. Can 
also be used with classic controller compatible 
games." 


Pick it up right here online from Target: 
http:;//tinyurl.com/2ls5uv 


Don't Call It a Comeback 


fighting arcade game of all time. Its 6 but- 
toned beat'em goodness has spanned gam- 
ing for over 20 years now and the first real 
update in years has finally arrived. 


For those of you who aren't into the whole 
Street Fighter gaming scene or are unfamil- 
iar with the game itself, suffice it to say it's 
one of the greatest games of its kind of all 
time. It has spawned an industry and at one 
point a years long cycle of Street Fighter imi- 
tator games were out in the arcades during 
the late 80's early 90's. 


This update looks to be a fantastic next gen- 
eration (arcade and home console) update 
that while graphically has a super new look, 
it will retain its 2D game play and core 6-but- 
ton play layout. 


| can't wait to give this a try! 


Read more about it over at the great website 
Tup.com right here: 


http://www.1up.com/do/ 
newsStory?cld=3 164756 


Blazing Angels Coming to 
the Arcade 


Wow, that's a great looking cabinet! Global 
VR may not be the most innovative company 
as they typically use flash and PC based 
games for their arcade units, but you have to 


Alltek Systems’ Ultimates 


Replacement Boards that go beyond the originals! 


Ultimate MPU — 


Over voltage protection circuit. 


-Ultimate Solenoid Driver Board 


+ — Modern switching power supplies: High efficiency, less heat, no more big heat 


sinks, keeps the backbox cooler. Upgrade your game with modern technology! =) Auto-resettable fuse protection. 
Short circuit protection on the high and low voltage power supplies: Forget. +. On-board Self-Test button. 
= about blowing and replacing part in the old high voltage power supply [late model Bally" and Stern? pinball machine proms preprogrammed in a Single Chip. That's over 


90 games on one chip, the most games of any ыа board on the market. Just select the game — 
ju want using à dipswitd 
Only replacement бага to work with 


= because of one bad display! = 
*===+5үйс @ Samp low voltage power supply: extra power for popular LI 
displays — there is even ап extra connector for auxiliary mali power! as 


“17, 33, 100, 133; and 200 series games. 


+ — LED status indicators on all voltages. = Only replacement board that includes Free Play software for all Bally machines. 
. Using the latest MOSFET devices for solenoid drivers. * — No need for batteries: 100-year Non-volatile Data Retention. 
. Lower on resistance MOSFET drivers means more responsive coils — better, . All ICs are in machined sockets. 
faster pinball action! + — The best after-sales support and warranty іп the business with over 40 years of experience, 
+All Solenoid MOSFET drivers have dual function LED indictors that indicate *  Animproved diagnostic program that enhances troubleshooting with our ULTIMATE TEST CARD. 
proper operation as well as indicating a fault condition such as a shorted coil, © ° = Over a dozen other enhancements easily make the Ultimate MPU Board the favorite industry choice. 


Makes game repairs fast and easy — this is a must have diagnostics board! 
Fused flippers for added flipper circuit protection — no more blown board 
traces from a miswired coil. 


Included Bally? Games 


Included Stern? 


D MPU fault protection circuit. Protects solenoid drivers and coils from shorts Baby Pac-Man* Medusa Sames 
caused by a faulted MPU locking on a solenoid. Black Jack Mr. & Ms. Pac-Man Hace 
+ Heartbeat status LED. Black Pyramid Mystic EEEn 
= Noobsolete components used. BUS о рү Cheetah 
Centaur Nitro GroundShaker Cosmic Pri 
osmic Princess 
Centaur Il Paragon Dacula 
Cybernaut Playboy Dragonfist 
p А e Dolly Parton Power Play e 
The Ultimate Solenoid Driver Board Eight Ball Rapid Fire паэ. 
= = : TRUE Eight Ball Deluxe Rolling Stones сау 8 
$149.95 (special introd uctory pricing) Eight Ball Deluxe Lid  Silverball Mania ЕТА - 
Elektra Six Million Dollar Man ion йайеп 3 
H Embryon Skateball E 
The U Iti mate M P U Boa rd Evel с Space Invaders Lazer kord 3 
Fathom Speakeasy 2&4 Player eae E 
$ 1 99.95 Fathom (New) Spectrum res ica 3 
E Fireball II Spy Hunter Mat Tana 3 
Both can be purchased direct from Alltek Systems Я Fireball Classic Star Trek Meteor 3 
Flash Gordon Strikes and Spares Nine Ball 
www.allteksystems.com Freedom Super Sonic Noe 
Frontier Vector OI 1 4 
Or send payment to Я Future Spa Vector (New) Pinball 3 
Alltek Systems, 1300 Woody Ridge Ct, Chesapeake, VA 23322 | таа um Quicksilver 3 
x д 7 } © E S itch j| 
(Please add $9.95 for shipping. International orders must pay ^  Granny&the Gators* X's and O's кс : 
applicable postage via air) .... Harlem GlobeTrotters Xenon Star Gazer 
рр postag кы, Non-Stern/Bally Stars 
Also available from our Ultimate MPU Board distributors: Kings of Steel киме, АШ 
The Pinball Resource (845) 473-7114 PE REN Big Ball Bowling* Viper 
a Black Sheep Squadron Wild Fyre 


Marco Specialties (803) 957-5500 


* not compatible with the Ultimate Soleniod Driver Board 


give them props for their cabinet designs. Why only in Japan? All you need are some cool action figures 
and you can geek out your desk and be the 

Their last arcade machine is based on the | stumbled across this 1/24 th Scale Sega Ar- envy of everyone in the office. 

PC/Console Game Blazing Angels which 

is a very fast-paced WWII flying game. It's 

actually really very good and perfect for an 

arcade crowd that is sure to enjoy this cool 

looking unit and game. 


cade Set and | am so bummed this is a Japan 
only item. Apparently within the last couple 
of years a company has been churning out 
these tiny accurate arcade minis to create 
the retro arcade of your dreams literally on 
your desk. 


Now... off to find some teeny tiny quarters! 


Translated version of the Japanese page 
here: 


As per the press release- 


“Gaming pilots will sit in the replicated cockpit 
of a WWII fighter plane and fly combat mis- 
sions in some of the greatest air battles of the 
war. Players can enter the action flying the 
skies over London during the Battle of Britain, 
defending Parliament from an attack by the 
Luftwaffe. Exciting battles will follow over the 
North African Desert and in the South Pacific 
as players “dogfight” through the entire war. 
Pilots can maneuver their planes through 
dramatic 360 degrees turns as they attempt to 
out-wit, out-fly and outlast the enemy.” 


To check out some more info and additional 
shots of the unit, head over to a fun site 
called Arcade Heroes: 


... Got a Hot News Tip? Send it to newsdgameroommagazine-com ... 


Magazine 


s: A full year of 
mel 
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Come and Join us for our 4th Annual 
2 days of arcade and game room family fun! 


Quio PINBALL & 
С : КООМ Festiva, 


Feb. 29th & March 1st 2008 
М 4 / EMIDO EXPO CENTER 


48 E. Bath Rd., CUYAHOGA FALLS, OH 44223-2504 
Jukeboxes 
Show Hours 


Friday 1 pm - 10 pm, Saturday 9 am - 9 pm 
(Set up time for vendors is 4 pm to 8 pm on Thrusday, Feb. 28th) 


Over 100 pinballs 
and machines on free 
play for your enjoyment 


ton 


p 


Admission 


Free tournaments with 
prizes available for all ages 
throughout both days! 


Wizard of Ohio Tournament 
Cash prizes and trophies 

$5 Entry Fee - WPPR Certified! 

$500 First Place • $250 Second Place 
$100 Third Place • $50 Fourth Place 
$50 Top Qualifier 


Vendors and exhibitors 
on site with machines, supplies 
and game room accessories 
available for purchase 


| Adult: $12 Children 6-12: $5 Kids 5 and under FREE! 


| Bring a game for free play and get in free! 


Vendor Space 
Still Available! 


For more information contact Marvin at 330-687-9341 or mjpinballs@aol.com 


Vendor questions contact Mike Pacak at 330-549-2596 or MGPacak@aol.com 


A Gathering of Unique Collectibles 


Ground-up Restorations « Pinball Machines - 
Arcade Games • Game Room Collectibles 
19641 Ventura Blvd., Tarzana'CA 91356 

Phone (818) 761-2255 Fax( (775) 367-2859 

By Appointment Only 
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From NASCAR to Shrek: 


Pinball Reflections 


An Interview with Gary Stern 


Scott Voisin: Your company has been put- 
ting out some great games. How have the 
sales been? 


Gary Stern: Good. You know, there's a 
reason there's only one pinball machine 
company, and there's enough business 
for one of us. It's not an IPO candidate; 
nobody's gonna get rich out of it. We 
have a nice business, but it's a difficult 
and small-margin business. It's the way 
we make our living but we also have a 
mission, which is to keep pinball alive. If 
we ever quit, there will never be another 
pinball machine made. Nobody else will 
ever get into the pinball business because 
of the investment that's necessary. It's a 
very complex product... There's over half a 
mile of wire, more than 3,500 pieces and 
more man hours than it takes to build a 
Ford Taurus. It'5 a mammoth undertak- 
ing, and these guys and ladies here are all 
very dedicated to it. 


SV: Where did you get the idea of turning 
the NASCAR pinball machine into a Dale 
Earnhardt Jr. game? 


GS: We knew that Dale Jr. was very popu- 
lar, and now with him leaving DEI (Dale 
Earnhardt Inc.) and the #8 Budweiser car, 
it's even more of a collectible. Pat Lawlor 
was integral in educating us and advis- 
ing us on who we should feature. In fact, 
our lawyers here in Chicago, a couple of 
young guys, are both huge NASCAR fans, 
so they were integral in advising us, too. 


SV: Did you use existing NASCAR pins to 
make the Dale Jr. edition or did you put the 
game back into production? 


GS: We put it back into production. These 
are new games... The re-design work was 
about $250,000. It's got all new art, and 
ittook a lot of work to get that art done. 
There's a lot of work and a lot of time 
involved, plus we had to change some 

of the dot matrix displays and change 
some of the sounds. To design a pinball 
machine from scratch is anywhere from 
$750,000 to a million bucks. Anybody 
who wants to go into the pinball business 
should know that! That's why this is such 
atough business. 


SV: Have you given any thought to making 
games featuring other top drivers like Jeff 
Gordon or Jimmie Johnson? 


GS: Have we thought about it? Yeah. Do 
we want to do it? We'll worry about it 
later next year or the year after. We'll see... 


SV: Are you waiting to see how sales of the 
Dale Jr. game go? 


GS: The Dale Jr. games are sold. We made 
600 of them and they're all gone. Some 
distributors still have some, but we don't 
have any of them. We made exactly what 
we said we were gonna make and we'll 
never make another one. 


SV: How did you decide on doing only 600 
units? 


GS: We were going to do anywhere from 
250-750 games. We canvassed our dis- 
tributors to see how many they wanted, 
and they canvassed their customers and 
re-sellers to see how many they thought 
they wanted, so we picked a number. You 
have to pick a number some time, so we 
did, and that's it. You have to limit it, or 
else it doesn't have the value. We're also 
making the black Spider-Man, and we'll 
make 500 of those. 


SV: When you got the license to do Spider- 
Man, did you know at some point the 
theme would lend itself to doing a black 
limited edition? 


GS: One of our customers is a comic book 
enthusiast, and he made the suggestion 
to do it. It's quite unique because the 
artwork is different and has the black 
Spider-Man from Spider-Man 3 instead 

of the red and blue outfit. There's web 
cut-outs around the flipper buttons, and 
it has a silkscreened, mirrored backglass, 
something that hasn't been done in a de- 
cade or more. It took us awhile to get that 
done because the people who used to 
silkscreen glasses aren't around anymore. 


SV: In the future, will you be looking specifi- 
cally for licenses that will allow you to do 
variations and limited editions? 


GS: | would say we'd do that once every 
year or two. We did the gold Elvis edition 
several years ago, and we did the Dale 

Jr. game. We actually wanted to do the 
Dale Jr. game earlier than we ended up 
doing it. Dale’s people were very busy 
with other things, and they were integral 
in the design of the art work, making sure 
we got the right car at the right track, 
things like that, so it took us a while to get 
everything done. We're doing the black 
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Spider-Man now, but we don't want to be 
doing that with every game. 


Can you tell me about any new games 
you have coming out soon? 


GS: We're going to be doing a special 
version of a game for Shrek, and it'll be 
similar to one of the games we've made 
before. It's not quite a universal title in the 
sense that it's not going to be a bar title— 
which is our basic business—but we will 
be working on a Shrek adaptation. 


What's the state of pinball today, and 
what do you think about its future? 


GS: In America, the coin-op market as a 
whole has been reduced. The stricter en- 
forcement of drunk driving laws and no- 
smoking laws have reduced out-of-home 
entertainment, like bars and the kind of 
grown-up arcades you find outside of this 
country. All of that has diminished the 
coin-op business, but there’s probably no 
better return on investment for a game 
operator than a pinball machine because 
when he's done with it, it can be sold to 
the home market for a good portion—or 
maybe even more—than what he paid 
for it. As far as the home business, it's 
thriving. A small part of it is the pinball 
enthusiast, and we certainly appreciate 
their business. The major part of it is just 
families who want something other than 
a pool table and a Sony Playstation in 
their house, so they buy a pinball ma- 
chine. Like all game designers, we strive 
to keep our core players happy, but what's 
most important is to broaden the player 
base and have things for the casual player 
to do. Everybody in game design is trying 
to do the same thing: Hold on to the core 
player and broaden the player base. If we 
don't broaden the player base, then we'll 
ultimately lose the business. 
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Looking forthe'Perfect Game Room Art? 
HOW uc w Nice C A 


геа. ош Game } т SIGS OY Artist Меп: 
(Featured in the February 2007 issue of GameRoom Magazine) 


Have Melissa carve your own 
custom'sign, or choose from 
dozens of uniqüe designs! 


GameRoom Readers Es 2096 


With ERT = » Code: GR20 


See Melissa's Carvings in person at the 
GameRoom booth at these upcoming shows! 


February 29th - March 1st 
Ohio Pinball and Game Room Festival, Akron, OH 
hometown:aol.com/mjpinballs/ 


March 29th - 30th 
Midwest Gaming Classic, Milwaukee, WI 
www.midwestgamingclassic.com 


April 11th – 13th 
Rochester Gameroom Show, Rochester, NY 
www.RochesterGameRoomShow.com 


Check out our site for more 
great game room carvings! 
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Restoring Bally's 
Hill-Climb 


emember the 1970 song “Aint No 


BALLY MANUFACTURING CORPORATION 


2640 BELMONT AVENUE CHICAGO, ILLINOIS 6618 


Mountain High Enough” by Diana Ross 
and The Supremes? That song was originally 
sung by Marvin Gaye and Tammi Terrell in 
1967, but what does any of that have to do 
with arcade games? Not much, except that 
the title is appropriate for my latest pair of 
restorations which are Bally Hill-Climb 
games made in 1972 (not too long after the 
song was a hit). Unlike the song however, 
this game has a mountain that’s not only 
high, it never ends! 

The object of Hill-Climb is to maneuver 
your motorcycle up a hill, trying to cover 


ble in the time 


as much ground as po: 
allocated, without popping a wheelie. The 
motorcycle is an actual working minibike 
with an electric motor that connects to the 
rear wheel via chain drive. 

The bike is resting on a hill which is really 


a large drum of continuou nery, ruts, 
bumps, and a few narrow paths that the 
player trys to stay on. The rear end of the 
bike is mounted to a pair of rods that pivot 
and connect to the player’s handle bars on 
the front of the cabinet. When the player 
turns the handle bars, the bike is steered in 
the desired direction in an attempt to stay on 
the chosen trail. The player twists the right 


hich increases the 


lerate, v 


handle grip to ac 


voltage that is applied to the bike's electric 
motor and away he goes... 
Actually, he doesn't go anywhere. The bike 


remains stationary and the bike's rear wheel 
forces the scenery drum to rotate beneath it. 
The bike does move from side-to-side as you 
steer along the trails. The visual effect is a 


continuously moving scene of hills, hazards, 


and trails, that travel beneath the minibike. 
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AK i 
Ё Before: The two cabs), 
Беѓоҝе restoration 


WI 


uw 


‘The position of your motorcycle on the 
drum is such that the bike is tilted at a steep 
s it contacts the drum. The 
gravity that just barely keeps the 
front wheel on the ground. The bike will 
start to wheelie if you accelerate too quickly 
or if you hit a bump in the road while mov- 
ing too fast. A little air under the front tire 
is no problem, but get too much air and the 
bike tips ov kwards whi auses all 
action to stop for a few seconds until the bike 
is automatically tipped back into the playing 
position and power is re-applied to the rear 
wheel. 
‘ach game consists of three runs up the 
hill. When the bike is under power and the 
drum is turning, a set of contacts puls 


for every few inches that the drum r 


22 


which increments the player's score. Each 
run lasts about twenty four seconds. There 
are two sets of score reels in the cabinet. The 


score on the left indicates the player’s score 


(distance traveled) for the current run. The 
score on the right is the cumulative total for 
the entire game. If the player can success- 
fully cover enough ground in three runs to 
reach a total score of 1900, then a bonus run 
is awarded and the game goes into “night 
mode.” 

In the night mode, the regular white 
fluorescent light turns off and the inside 
playing area is illuminated by a black light. 
The molded plastic body of the minibike and 
the trails on the drum are painted with black 
light fluorescent paint. This creates a great 
effect when played in a gameroom where 
the ambient lighting is not too bright. You 
can’t see the bumps and ruts when driving at 
night which makes a challenging climb even 
harder. 

The start of each run is signaled by the 
glow of a green light at the bottom of a drag 
racing Christmas tree light pole, mounted on 
the right side of the cabinet. Three flags are 
silk-screened on the scoreboard. The green 
flag lights when each run is active. The red 


flag lights when you wheelie and all action 


stops. The checkered flag illuminates when 

the last run is complete and the game is over. 
Here are some additional details on the 

inner workings of this game. The sensitivity 


of bike wheelies is adjustable by the weight 


After: One of the cabs, fully 


лад 


on the bike’s sissy-bar. The higher the weigh 
is placed on the sissy-bar, the easier it will tip 
back, causing a full wheelie and temporar- 
ily stopping the game play. A full wheelie is 
sensed when the bike tips over backwards, by 
pulling on a cable that closes a microswitch. 
This activates a reset motor which pulls on a 
second cable to tip the motorcycle 

the playing position. 

The gam produces a realistic dirt bike 
engine sound that starts out at a low idle and 
revs up as you twist the throttle. The sound is 
generated by a printed circuit board mount- 
ed on the back door. The game can be set for 
one or two plays per quarter, or set to require 
two quarters per game. The time per run is 
also adjustable from ten seconds to twenty 
four seconds per run. 

Both of these games were purchased by a 
collector in Southern California and shipped 
directly to me for repair. They received a 
full restoration including cabinet strip and 
repaint. I agreed to restore one game for this 
customer and keep the other game for myself. 
Both games needed extensive mechanical 
and cosmetic repairs, but I think we both 
ended up with nice additions to our respe 
tive collections. 

The part of this project that took the most 
research was to find replacement tires for the 
minibikes. The original tires were no longer 
pliable and had flat spots on them from 


sitting against the scenery drum for years 


without moving. I had to find tires of the 


ze and hub diameter, and also of the 
proper durometer, or stiffness. A wheel that 
is too hard would not provide adequate trac- 
tion to grip the drum and start it spir ng. 
On the other hand, a wheel too soft might 
succumb to the same flat spot syndrome 
that had befallen the original tires. I founda 
foam tire of medium durometer that is very 
close to the original. Its size was perfect in 
every respect except for its width. The tire 
was about one-eight of an inch too wide. So, 
I made a jig that holds the tires and I turned 
them in my lathe to shave off just enoug| 
om both sides, using a razor blade mounted 
on the lathe tool post. It worked out very 
well. I have installed these tires on three bikes 
now with no adverse affects. 
ne problem that took me awhile to figure 
out, was that the bike lacked sufficient power 
to start the drum turning as each run began. 
Both games seemed to have t 
The drums are free wheeling and hav y 
sistance on them. Ifyou give the drum 
and with nothing touching it, it 
tinue to spin for several revolutions, 


so that wasn’t the problem. There are several 
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connectors in the path that delivers power to 
the minibike’s motor, but all were good and 
the proper voltage was reaching the motor's 
terminals. When I felt the motor, it was a bit 
warm, but the motor itself had no binding or 


hang-up spots and both motors ran smoothly 


once they did start to spin. 


sembled each motor and c 


their commutators and brushes, blew out the 
carbon dust and lubricated the bronze bush- 
ings. The motor bushings are oil-impregnat- 
ed bronze, but a half drop of machine oil on 
twenty five year old bushings never hurts! 
When each motor was reassembled and 
power was applied to the bike' rear wheel, 
those drums took off like Fourth-Of- July 
sparks and all (not really, but it 


pinwheel 
makes a great mental image, don't it?) 

And so another restoration and subse- 
quent Gameroom article are complete, bad 
grammar and all... And while che mountain 
in Bally's Hill- 


there "Ain't no Restoration Mountain High 


limb may stretch to infinity, 


Enough,” that I won't consider climbing to 
its summit. 
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Above: the bike 
assembly. Right: 
The special “Night 
Mode" bonus 
round, complete 
with black light 
illumination. 
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LOST ARCADE 


CLASSICS 


T never made it a secret that I favor video 


games over any other form of coin-op en- 


tertainment, especially during the industry’s 
early ‘80% heyday. Even though I occasionally 
dabbled in other arcade distractions such as 
pinball, skeeball, and Namco' Sweet Licks 
redemption game (a cake-themed “Whac-A- 
Mole” variant), I always viewed those games 
as secondary choices to be played only while 
I was waiting for the Galaxian or Q*Bert 


machine to be vacated. 


t wasnt until later that pinball machines 
really started to grab my attention. The first 
to hook me was 19845 Space Shuttle by 

Williams Electronics. I was fascinated with 


the space program at the time, so to p 1: 


ya 


pinball machine complete with a miniature 
model space shuttle on the playfield, was, 
well: “totally awesome!” Not to mention the 


cool nods to Williams’ earlier video game 


hit Defender—the shuttle on the backglass 
is named “the Defender”, and there are a few 
sounds recycled from that legendary game 
as well. 

As the decade rolled on, I found myself 
gravitating towards more of the classier 
pinball machines. Titles like Comet (85), 
Pinbot (86), F-14 Tomcat (87), and Taxi 
(88) were among my favorites for their novel 
themes, fast action, and cool artwork. Now 
that I look over that list, it also seems that I 
became quite the Williams’ fan during these 
years as well! 

Then, one day in early 1990, I noticed that 
my local video arcade had added a cocktail 
table pinball game next to their line up of 
conventional pinball machines. 

What the heck ? 


?! A cocktail table pinball 
machine? Who came up with this crazy idea? 
It's octagonal and has no backglass! How is 
this possibly going to work? 

I sat down and surrendered a quarter, and I 


was instantly taken in by its novel design and 


Cocktail 
Pinball 
Excitement 


The Money Mach oft 


90's is Now 
'rnational Concepts Inc. 


* Exclusive Distributorships Available. 


е First Time Offered - Ground Floor Opportunity 
® Best Locations Available for those Who Act Now! 


"T 


vere Suite 900 Kansas City. Mo, 64111 (B16) 933 


fast action. I spent several bucks on it that 
day, and I regularly played it until the arcade 
closed up shop three years later. That pinball, 


and this issue’s Lost Arcade Classic, is called 


4500 Main Sivert 


Night Moves. 

At about 37" deep and 27" wide, Night 
Moves’ playfield is very compact when 
compared to traditional pinball machines. 
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By comparison, Williams and Bally titles 
from that era, such as Black Knight 2000 
and Atlantis, featured 52” deep and 28” wide 
playfields. 

Being a cocktail cabinet, Night Moves 
does not have an actual backglass. There- 
fore, the score totals, extra ball information, 
and the “Night Movers” high score table is 
viewed through a window in the center of 


the playfield via a bright blue alphanumeri 
display. 

The game features two flippers, one 
flanking each side of the center drain, the 
traditional positioning of pinball flippers 


throughout the years 

Two pop bumpers (with yellow tops and 
white “skirts”, making them resemble fried 
eggs) are located about midway up the 
playfield, one to either side of the scoring 
window. The playfield also includes two 
kick-out holes (one positioned slightly left 
of top center, the other in the upper right), 
one "rollunder" spinner (top center), and 
two banks of spot targets, one with four that 
enables the player to light the word “CLUB”, 
and a smaller set of three that spells “RIO”. 


All Night Moves photographs courtesy of 
Adrian and Sarah Lodge 
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(“Club Rio” is the name of the nightclu 
depicted on the playfield artwork) 
Spelling either “CLUB” or “RIO” by hit- 
ting the appropriate spot targets advances the 
“Night Moves Bonus”. Shooting the kick-out 
holes when the “collect bonus” lamp is lit 
adds the accumulated bonus to your score. 
The rollovers in the outermost lanes lead- 
ing to the flippers enable the player to spell 
“R-O-C-K’, (the first two lette 
left, and the last two are on the right) and 


sare on the 


once all four letters are lit, the extra bal 
lamps activate. These lamps are in the inner- 
most lanes nearest the flippers, and sending 
a ball through either of these lanes awards an 
extra ball when lit. 

Multi-ball is accomplished by first locking 


one ball in either kick-out hole, as long as the 
“lock” lamp is illuminated in the chosen kick- 


another 


out hole’s lane. The game will rele 
pinball into play at that time, and if you can 
shoot that second ball into the remaining 


kick-out hole, the game will release both balls 


for multi-ball fun! 
The instruction card on the machine itself 
mentions something called the “Display 


b 


Feature Award", which is apparently accom- 


plished by scoring R-O-C-K, or by shoot- 
ing the return rollovers or the loop in the 
upper right when lit, but for the life of me, I 
don’t recall exactly what the Display Feature 
Award was. It also states that by completing 
the “Night Moves” bonus sequence, “Special” 
is lit. 

‘The flyer mentions that “the light show 
will blow your mind”... Hmmmm... perhaps 
this was the incentive for lighting “Spe- 
cial”? And what would the light show have 
encompassed? Perhaps all the lights on the 
machine would flash and "spaz out"? At this 
point, I just don't recall, and it’s equally likely 
that I never achieved the light show when I 
regularly played it. 

As I wasn't the greatest pinball player back 


then, not to mention that it's been over 10 
years since my last interaction with a Night 
Moves pin, my memory of the bonuses and 


strategy is a bit fuzzy at best. Does anybody 


have a Night Moves near Columbus, Ohio 


that I could refresh my memory on? 

The artwork on the playfield shows cou- 
ples dancing in varying degrees of intensity, 
wearing outfits that are very contemporary 
for the late 80s. Several of the men are wear- 
ing pastels as if they just stepped off the set 
of Miami Vice, and two of the women have 
short spiky Annie Lennox style hairdos. The 
background color scheme is a sort of “tiger 
striped” design of light blue and gray. 

Int 


stingly, the machine pictured on 
the flyer shows a yellow and orange color 
scheme, with totally different artwork that 
seems to evoke the 1970s disco movement. 
I'm assuming they modernized the look of 
the game before wide release to make it more 
stylish for 1989. 

Night Moves was released by International 


" CAUTION 


J 


Concepts Incorporated, however, the game 
was actually designed by Premier Technolo- 
gies, and ICI handled the manufacturing, 


marketing, and distribution of the game. Pre- 


mier was the result of a 1984 restructuring of 
the legendary Gottlieb pinball corporation, 
who released several new pinball machines 
each year until 1996, when Premier shut 
down production and closed up shop. 

For many years, I honestly thought that 
Night Moves was an anomaly in the coin-op 
world. It wasn't until I got heavily involved 
with collecting coin-op machines that I 
discovered Night Moves was a failed attempt 
to resurrect interest in a product line that 
debuted over 15 years before! 

The original cocktail pinball machines 
dated from the mid to late 70s, the most 
successful of which was probably the 1978 


release “The Entertainer” by Fascination 


International Incorporated, which featured 
the imagery and persona of country music 
superstar (and Hee Haw host) Roy Clark. 

Other cocktail pinball titles worth men- 
tioning are Midway’s 1978 release Rotation 
УШ, and 1979’s Spectra ТУ by The Valley 
Company, both of which featured rotating 
playfields that would turn to face which ever 
player was up next, and Williams’s 1983 
Joust pinball, which carried the theme of 
their hit video game into a two sided, simul- 
taneous two player head-to-head pinball 
creation. 

Finally, International Concepts themselves 
released another Premier designed cocktail 
entitled Caribbean Cruise in 1989, but much 
like Night Moves, it failed to finda signifi- 
cant audience, and disappeared shortly after 
release. 

Now as for me, my appreciation of pinball 
machines continued to grow into the 90s, 
and soon, I was playing pins just as regularly, 
and sometimes more so, than their video 
game brethren. I dropped quite a bit of coin 
on Williams’ Rollergames and Data East’s 


Simpsons (both 1990), Terminator 2 
ment Day (a 1991 Williams masterpi 
and the Bally powerhouses Creature from 
the Black Lagoon (1992), and Twilight Zone 
(1993). 
But as the ye: 
the little, quirky cocktail pin called Night 


s rolled on, my fondness for 


Moves never waned. I never found out where 
that machine ended up after my local arcade 
closed in 1993, but I still hope that ГЇЇ 


eventually add one to my arcade collection 
even now. So to you, Night Moves, thanks 
for capturing my attention so many years 

ago, and enjoy your well-deserved status as a 


bonafide Lost Arcade Classic! 
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ELDORADO GAMES 
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Williams 
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LOW RATES 
FAST SERVICE 
CALL FOR PRICE QUOTE 


(417) 471-1005 
115 W Dallas St 
Mount Vernon, MO 


65712 
Fax (417) 471-1006 
www.eldoradogames.com 


CHICAGOLAND 
ANTIQUE ADVERTISING, SLOT-MACHINE & JUKEBOX 


SHOW 


Saturday, April 5th 
9:30 am-5:00 pm 
$7.00 per person 
Sunday, April 6th 
9:30 am-3:00 рт 
$7.00 per person 


One Admission Covers 
Both Exhibition Halls 


Make Your Own Arcade 
Restoration Artwork 


A How-To Guide 


Part 5: Holy Silk Screening! 


‹ ig far we have covered scanning your 
artwork, touching-up digital in 


ages, re- 
drawing vector images, and even printing out 
your restoration artwork. W hat else is left? 

Only the holy grail of reproduction arts, silk 


screening. 


Silk screening is the method that was used 
to produce most original arcade graphics. 
This method produces the most vivid colors 
and the best looking, true to the original re- 
productions. If you must have your reproduc- 
tion as close to an exact match to an original 
as possible, then silk screening is the only 
solution. 

You can identify silk screened artwork 
by close inspection of the colors. If the 
colors are all solid and it uses half toning to 
simulate shading, and on the back you can 


see that one final color was applied over the 
Ik 


screening can be applied to the back of glass, 


others then it is silk screened artwork. 


acrylic, or to sideart. 
Silk screening applied to glass is more 
fragile and if it becomes wet, it can release 
and peel. This is a common problem on origi- 


nal pinball back glasses. When applied to 


acrylic, it is much more durable so many new 


reproductions are made on acrylic instead of 


glass. It is not only lighter and easier to ship, 


cheaper and safer to handle, it will also last 
longer than glass prints. 
‘The process of silk screening involves 
pressing ink through a fine mesh screen. The 
screen is very similar to silk cloth but it is 
athetic. A diff 
ch color. Think of it like a stencil but 


usually s en is used to 


nt sc 


apply ea 
instead of an open area in the stencil letter, 


we have a fine screen material that allows 


paint to seep through. Silk screening requires 
the preparation of the silk screens and inks 
which makes the process unsuitable for pro- 
ducing small quantities, but it is the easiest 
and most economical method for producing 
high quality pieces in large quantities. 

If you want to print one copy, then a large 
format digital printer is the most economical 
and the easiest method. If you want to make 
50 or more, then silk screening becomes 


more appealing because the price per unit 


plus the improved quality makes it much 
more economical. 

Silk screening is more complicated than 
using a printer, but it is possible to silk screen 
onto glass and plywood, which you cannot 
do with digital printing. You can make pin- 
ball playfields and backglasses that look just 
like the originals. 

In the past a vector image was needed. 
That means that if you had a backglass and 
you wanted to make a new one, you had to 
scan it and redraw every line, every dotina 
vector drawing program. It can be done, but 


this approach is very time consuming and re- 


quires some artistic ability to match complex 
graphics. 

Vector artwork files are no longer needed, 
which makes the whole process much easier. 
You may even find that you can create the 
files needed yourself and have a silk screener 
produce the artwork for much less than it 
would cost to have the silk screener re-create 
the art. 


We need to convert a digital scan into a 


usable image. Before we get into that, we 
should talk about exactly how silk screening 
works. 

The silk screens have some holes blocked 
with a resin and some holes open to allow 
ink to flow through. Screens are made by 
coating the entire screen with a resin. Then 
they are covered with a template printed 
on transparent material. This template has 
a black (or red) image printed on it in the 
shape of the image you want to create. When 
the resin soaked silk screen is exposed to 
UV light, the areas not covered by the black 
or red ink harden. The protected areas do 
not harden. After several minutes, the light 
is turned off and the screen is sprayed with 
water. This washes away the resin from the 
protected areas, leaving a silk screen that al- 
lows ink to pass through and create an image. 
The process is repeated for each color used. 


In order to make your silk screen : 


you will need a mask of your color image. 
This mask shows where the artwork color is 
present and where it should not be present. 


You have to print a black image of one color 
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Silkscreening 101 


Original Image 


on a transparency film material. You can also 
print the blackout image using red ink. The 
red will block all of the blue in the UV light 
which will have the same effect. 

Now that you understand how the silk 
screening method works, we can see how 
to actually create the files we need. First 
we need a digital scan of our image to be 


screened. Scanning and assembly we 
covered in previous articles. Clean the im- 
age and make sure all of the color areas are 
solid. When you have your digital image all 


touched-up and ready, use Photoshop to flat- 
ten it into a single layer. Use the Magic Wand 
tool to select each color. One click will select 
every pixel of the same color. Now select 


Copy and P: 
to a new layer. Rename this la 


ste. This will copy those pixels 


r with the 


color you just copied. If it is the color yellow, 
then name the layer yellow. You now have the 
information needed to create a silk screen 
for the yellow color. Repeat the process for 
each color. When you finish, you should be 


able to turn off the original layer and still 
see the final image. If any colors are missing, 
go back and create a layer for the missing 
ate a layer for black 


color. Remember to cr 
outlines too. With the original image turned 
off, you can go through this image and make 
touch ups. Determine the order that the 


colors should be applied. For reverse printing 
on glass this is black first, then white, then 
all other colors in any order. Some original 
glasses used a coat of silver to block out areas 
where light should not shine through or 
white as the final coat. You can screen black 
for the same light blocking effect. 

You may have to make some manual ad- 


justments to the lines if some of the lines are 


short or to fix any problems in the original 


artwork. You may want to add a stroke to 
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X X 


Image with seperated color layers and 
alignment layer 


the color layers to make sure they fully cover 
the area they are supposed to cover and there 
are no gaps between the color and the black. 
Adding a small stroke to each layer will make 
the color area just a little larger which will fill 
in those gaps as the color is applied behind 
the black outline. 


Handy Hint #1: 


Hang out with rich 
collectors 


High end collectors often hire silk 
screening companies to reproduce lim- 
ited runs of rare artwork for their own 
restorations. This is where those odd 
ball pieces, the ones you think there is 
no market for, come from. The market 
is usually one person with the money 
to reproduce a silk screen backglass 
he wants. They have several extras 
made and sometimes they offer them 
to their friends or the public. They may 
not care if it costs $1000 or $2500 to 
reproduce one piece so it becomes 
realistic for them to reproduce pieces 
no one else would. Keep your eye out 
for these odd pieces made for hire by 
private collectors. 


Increase your canvas size by 1 inch all 
around with a white or transparent back- 
ground. Do not resize, just expand the 
canvas. Add a large X at the 4 corners. The 
actual position does not matter. These marks 
are here so the layers can be aligned on top of 
each other later. You have now created your 
alignment points. Save the file under a new 
name. 


. We 


Each layer is in the color of that lay: 


X X 


Black outline layer with alignment marks 
ready for printing 


need the layers to be solid black so we will 
select each layer and use the paint bucket 
tool to dump colors and make all layers solid 
black. 

Now turn off all layers except the align- 
ment layer and one color layer. Save this as a 
TIFF file with transparent background and a 
name to indicate the color. Repeat with each 
layer so when you are finished, you will have 
a separate file for each color layer that con- 
tains the black mask for that color and the 
alignment marks. Now you can have these 
files printed on clear transparency and this 
will be your UV light mask. If the black areas 
are not solid black but are still transparent 
like sunglasses when printed, just print out 
two and lay one on top of the other. Two lay- 
ers should completely block out all light or at 
least most of it. You can also try printing one 
layer in red and one black to block out all of 
the UV light from the protected areas. 

Your local print shop will not be able to 


print on clear material. Ifyou have a small 


image, you can buy clear sheets for your 
printer at any office supply store, Ifyou need 


larger prints, you will need to talk to a sign 
shop that can print on clear transparency 
type material. 

Remember to either mirror the files or flip 
over the final transparency prints if you are 
reverse printing on glass. If you do not, then 
it will be a mirror image of what you wanted. 

If you hire a silk screening company to 
produce the prints for you, just give them 
the TIFF files. They may complain that they 
nced vector files but it means they are still 
behind the rest of the world. They can print 
the raster images on their clear material and 


it will work just fine as I have described. 


They will not be able to use the software they 


normally use but they can use Photoshop 


X X 


Green layer with alignment marks ready for 
printing 


to print the images. Talk to them first, they 
may have a template they want you to use 
instead of the simple X alignment method I 
described. 

You can convert the files you have created 
into vector files too. There are a number of 
programs that will convert raster images 
into vector images. These programs are quite 
expensive and they are unnecessary for silk 
screening but your silk screening company 
may use this software to convert your raster 
images into vector images they are more 
comfortable with. 

If you have hired someone to produce 
the artwork then you are finished. They will 
handle the rest. 

If you are a bit more innovative, you can 
do the silk screening yourself in your garage. 
It is really quite simple. You will need to 
purchase the silk screen material, the resin, 
and the inks. These are all available from any 
silk screen supplier. 

Build your own silk screen racks out of 
wood to hold the screens. Purchase a UV 
light and follow the instructions with the 
resin to make your screens. Wash away the 
excess resin that was protected by the black 
parts of the transparent overlays. The UV 
light will harden the exposed areas and those 
will not wash away. Mount your screens in 
the wood frames that can be placed over the 
item to be painted. Place your glass under the 
first screen. 

You will need to build the wood frame so 
that it just fits the piece you plan to screen 
but you still want to adjust it a little for per- 
fect alignment. Use an inexpensive squeegee 
from any home supply store to scrape ink 
across the screen. This will transfer a perfect 
image onto your glass or plywood. Expose 
the ink to UV light to dry it. This may also 


Transparency 
UV With Blockout 


Source Silk Screen 


A UV light shines through the transparency, 
removing material from the silk screen 


take a while to dry. Make only one for your 
first go around. When you have the hang 

of it, you can make several in one color at a 
time. When the ink is dry, place your second 
color screen over the glass, align the align- 
ment marks, and squeegee the next color. 
Let that dry and continue until you have 
screened all of the colors. If you did it right, 
the final result will be a near perfect copy of. 
the original artwork. 


То produce cut plywood playfields, you 
would also need a milling machine to ma- 
chine out the holes in the playfields. These 
holes are usually cut using а CNC router or 
Computer Numerical Control router. These 
machines allow precision cuts to be made 
and once setup, they can be repeated over 
and over. If you are only making one playfield 
you can cut the holes by hand using a router 
and drill. Cutting by hand is not practical if 
you are making large quantities of playfields 
and the accuracy of some holes becomes 
important if you will be using playfield insert 
lenses. You may have to make some adjust- 


areas where the UV ligh as removi edt 
blocking resin 


ments and use some epoxy to make every- 
thing fit. 

Playfields need additional protection after 
silk screening. Playfields are commonly taken 
to auto body shops for clear coating. This 
sprays a thick coating over the silkscreen 
ink to prevent wear. In areas of high wear, 
where the ball travels frequently, you can 
apply sheets of clear Mylar. The Mylar can 
be peeled off when it becomes worn and 
replaced which will further extend the life of 
your new playfield. 

Once you are setup to make one you might 
as well make 50 or 100. The time and work 
is in the setup for the first piece. I would 
recommend looking into silk screening if you 
want to produce the highest quality artwork. 
You can always sell your extras to pay for the 
project. The expense is in setting up for that 
first glass print. Beyond that, your only cost 
is a little time, some inexpensive ink, and a 
piece of acrylic which is a few dollars. 

Some backglasses and arcade artwork had 
a mirror finish on the back. There is an easy 
way to reproduce this effect. You can use a 
special mirror spray paint from Spaz’. When 
sprayed on glass or acrylic, it makes a near 
perfect mirror. This spray can be applied to 
your silk screened glass after all other inks 
have been applied. Make sure to mask off any 
areas that need to remain clear. 

Silk screening is the best way to produce 
high quality and high quantity artwork 
reproductions. It requires much more initial 
setup and you will have to learn some new 
skills but the results are amazing. Once you 
learn how to do it, you may find people 
coming to you asking you to reproduce other 
pieces. Good luck. 


Michael Ford 


sicArcadeGafix.com 
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Arcade Games, Gumballs, Slots, Carousel 
Coke Collectibles, Antique Radio, and more 


Celebrating 20 Years: — 


GameRoom Самекоо[М 


Magazine 4. 


Flashback: 1991 


E celebrate the 20th year in publication of GameRoom maga- 
zine, we're taking a look back each month at a select article 
from the early days of GameRoom. 

This month it’s the January, 1991 issue of GameRoom, published 
by founder Dave Cooper. By now the price had increased to $3 for 
a larger 52 page issue. Articles were sparse (a mere 12 pages), but 
included show reports, an article about Coca-Cola collectibles, and 
the article below about investing in wind-up phonographs by Steve 
Blankenship. The magazine by now has blossomed into a trader's 
resource, with over nine pages of classified ads. In fact, most of the 
magazine (75%) is either classifieds or ads. 

Stay tuned: each month this year ГЇЇ present another selection 
from a different issue, as we celebrate the countdown to 20 continu- 
ous years of celebrating the home game room! 


Keyin Steele, Publisher and Editor 
GameRoom Magazine 


January, 1991 $3.00 


INVESTING IN WIND-UP 
PHONOGRAPHS 


by Steve Blankenship FEATURES CHECK LIST 
Member of California Antique Phonograph ON WIND-UP PHONOGRAPHS 
Society 1 = Low Value 10 = High Value 


Collecting wind-up phonographs is really like | HORN Points 
ing off a little piece of history. In this day | Outside Wood 2 
igh tech sound and disposable tape decks, | Outside Medal у 
the wood cased disc ог cylinder phonographs | Inside 9 
remind us of a unique period of simplicity and BRAND 
craftsmanship Points 
Victor 3 Edison Tin Foil Photo by Steve Jones 
For the collector looking at the long-range | Edison 2 
investment, phonographs compare well with | Columbia 1 
collectible coins. Rare dates, condition andthe | Other 0 
number manufactured аге common to both 
fields. Phonographs and coins both fall victim FINISH 
to popularity and publicity Oak 3 Faison Opera 
Walnut 2 
As a rule, the more expensive machines, like | Mahogany 1 
coins, continue to appreciate in value. If asked, SIZE 
"What phonograph will yield me the highest | Tabie тор 2 
possible return?” | would offer this list; Floor Model 1 
TOP TEN PHONOGRAPHS сине у 
(but not in order) EXAMPLE ONE 
Brunswick 0 
Early Victor (pre-dog) Inside Нот 0 
Vietor Vi Table Top 2 
Edison Idealia Mahogany 1 
Total 3 


Edison Opera 

Edison Maroon Gem 
Edison Class "М” 
Edison Tin Foil 
Columbia 20th Century 


ON THE SCALE 
Just An Average Machine 
EXAMPLE TWO 


Seornonmsone 


Columbia AB McDonald Victor 3 

10. Edison or Columbia Coin-Operated Outside Horn Wood 2 
Table Top 2 

OPERATED z 


It was actually difficult to refer to just ten, so 
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III admit | could think of several others. Now do 
not worry if all these models or names confuse 
you. The inexperienced investor can use my 
simple formula to establish desirability. 
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ON THE SCALE: A solid piece to pursue. 
While the checklist is not “goof proof,” it is 
generally true. As with language rules, there are 
exceptions. 

With all this information and a little luck, 
pethaps you can land that special talking 
machine that will be a pleasure to hear and a 
pleasure to own. 


Victor VI. 


Colombia 20th Century. 


nited Distributors, Inc. 


420 S. Seneca - Wichita, Kansas 67213 


Authorized Distributor 


0 

поро ао000ваото S 

ao Бооозозаве Z 
= ADO a 


Wheel of Fortune 


©Califon Productions, Inc. Wheel of Fortune is 
a registered trademark of Califon Productions, Inc. 
All rights reserved. 


316-263-6181 


united1995@aol.com www.united420.com 


ame Restoration 


New Old Stock Pinball and other games, 
still sealed in their FACTORY BOXES! 


Williams BLACK KNIGHT - 1980 

Williams ROBOTRON cabaret & c/t (video) 

Interflip DRAGON (ElectroMechancial pinball) - 1977 
Recel LADY LUCK (EM pinball) - 1976 

Recel ICARUS (EM pinball) - 1977 

Sonic BUTTERYFLY (EM pinball) - 1977 

Fischer SKYHAWK mid 70% home pinball - $295 each! 
BIO-RYTHM & ASTROLOGY (paper tape!) - 1975 
Vectorbeam SPEED FREAK (video) - 1978 

Americoin JUNKYARD (EM crane style) - 1976 

Allied Leisure MONTE CARLO (EM skill tipping) - 1975 
More on web site! 


Time Travel Warehouse Parts Department 


ADP Allied Leisure, Americoin, 
Amshuffco, Atari, Bally, Bert Mills, 
Best Of 7, Bio-Rythm, Brenco, Centuri, 
Chicago Coin, Exidy, Gottlieb, Hebel, 
Interflip. Irving Kaye, J. F. Frantz, Kasco/ f 
Kansai Seiki, М.С, Midway, Motorola 
Monitors, Nutting, NSM, Recel, Rene 
Pierre, Seeburg, Sega, Scorpio, United, 
U.S. Billiards, U.S. Leisure, Williams, 
Wurlitzer. 


(Full list is on flippers.com) 
ChiCoin, Midway, Recel, Sega, Interflip, 
Williams... 


John’s Jukes Ltd. 


2343 Main Street 
Vancouver, BC 
CANADA VTS 3C9 
(604) 872-5757 4 
jrr@flippers.com 


Daar 


С—> 
IWWW:tlippers:com 
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A sa writer, coming up with something 
original to say is always a challenge— 
and I’m not just talking about writers who 


have to come up with something original 


to say every single month. Every time that 

a writer sits down in front of a blank piece 
of paper or a blank screen, he or she is faced 
with the same daunting challenge: say some- 
thing new and interesting. 


In the world of fiction, this is particularly 


difficult. In a book on writing I once read, 
the author postulated that there are really 


only six stories in the world to tell. Every 
story ever told is a variation of one of those 
six. I have never been sure whether he was be- 
ing sarcastic, but it’s hard to argue against his 
logic when we live in a world where nearly 
every television show and film is modeled in 
some way, shape, or form on a TV show or 
movie that already exists. Hollywood isn't 
even trying to hide it lately— direct remakes, 
ТУ shows made into feature films, and 
Broadway shows made into films (in some 


cases, shows that were, themselves, already 


adaptations of e isting films) seem to make 
up more than half of the cinema choices 


these days. 


This isn't something that is endemic to 
films and television, though. Video games 
have fallen into the same trap. Despite a 
few breakout originals, most games are just 


rehashes of previous games with some new 


graphics. Just as I find it difficult sometimes 
to come up with something new to say when 
writing, when I'm pursuing my fulltime 
career as a game designer, coming up with 
something to make a game fresh and new is a 
huge challenge. 

Back in the day when video games were 
young, however, innovation abounded. In 


whole slew 


this new medium, there were 
of firsts—ideas that some game designer 


somewhere along the way came up with and 
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introduced in a video game for the first time. 
Sure, there was a lot of duplication of ideas 
even then. Nolan Bushnell, who saw dozens 
of Pong rip-offs hit the arcades months after 
Atari’s successful game made its debut, called 
the companies who copied games “The Jack- 
als.” But, jackals aside, innovation abounded 


in the early days. Many of these innovations 


are so much a part of the fabric of video 
games today that few stop to remember that, 
at one time, they didn’t exist at all. I figured 
that it was about time to bring a couple of 


them to light. 


The First Video Game 


As long as we're talking about video game 


firsts, we might as well start at the beginning. 


It’s hard to pinpoint the exact origin of the 


video game. A lot of it depends on how you 
define “video game.” 
Probably the first candidate was devised 


as “a cathode ray tube amusement device,” 


which was patented in 1948 by Thomas 
Goldsmith, Jr. and Estle Ray Mann. This 
"game" consisted of a controller that allowed 
the user to draw a line that simulated a mis- 
sile traveling through the air and hitting a 
target. Another early candidate was Willy 
Higinbotham’s “Tennis for Two, a game that 


was played onan oscilloscope at an interac- 


Gan, 


COMPUTER 
SPACE 


tive display at the Brookhaven National 
Laboratory in 1958. 

Most people skip right past these early 
contenders and jump to 1961, when Steve 
Russell and the other members of the Tech 
Model Railroad Club at MIT programmed 
a game called Spacewar! on the DEC PDP-1 


comput 
According to Ralph Baer, none of the 

preceding games were actually the first video 

game. Baer's definition of video game is “a 


"—in 


game played on a raster scan display 
other words, on a television. That being 


the case, Ralph Baer's “Brown Box? which 


he designed and built at Sanders 
and Associates is the first real video 


game—although it was not the first 


one comme. 


ially available. 


Inspired by many late-night gaming 


sessions on the PDP-1 at his col- 


lege, Nolan Bushnell (who went on 


to found Atari) created Computer 


Space, which was manufactured by 


Nutting and Associates. Bushnell can 
lay claim to two definite firsts in this 


category (regardless of your preferred 


lly 


produced video game and first coin- 


definition) —first comme: 


operated video game. It was released 


in 1971. 


In fairness, Ralph Baer did come up 
with the idea of games on a television 
first, and thus deserves his moniker of 


“Father of Video Games.” His Brown 


Box invention was released in 1972 


as the Magnavox Odysse 


not the first commercial video game, 


Odyssey nevertheless represents an 


important first—the first home video 


game console. Ralph Baer could not 


First High Score 

n coin-op games, score was al- 
ways the primary the determina- 
tion how well a player performs. 
n two-player competitive games 
ike Pong, score was used to 
determine the winner. But when 
single-player games started dom- 
inating the arcades, a player's 


highest score was a mark for that 


player and others to beat. ОЁ 
course, it was up to the player to 
remember that score. 

‘The first arcade video game to 
save the high score was Mid- 
way's Sea Wolfin 1976. For the 
first time, video game players 
who were able to beat the cur- 
rently recorded high score had 
their record displayed for all to 
see—at least until the power was 
shut down that night or some- 
one else came along and beat the 
score. The game only saved the 
top score, not a list of the best 
scores of the day. Of course, it 
was always your word against 
everyone else's that you actually 
achieved the score— no initials. 
Just numbers. 


Then, in 1980, along came 


‚ Although 


have possibly anticipated the industry that 


would eventually grow from that first. 


an Exidy game named Star Fire. The game 


itself kind of faded into arcade history as just tanked 
another sci-fi shooter trying to cash in on a 


certain popular movie of the time. Game play was a d 


The ist falking video game! 


consisted of shooting down enemy 


space ships (which were unabashedly 


shaped like Star War 


whi 


TIE Fighters) 
e avoiding friendly craft (which 


were unabashedly shaped like Szar 


War 


s X-Wing fighters with their wings 


closed), and occasionally blasting 


the 


:xidy mother ship (which was 


unabashedly shaped like a Viper from 


Batt 
hold 
gam 
that 


mos 


lestar Galactica). Star Fir 


е, while 


ing no claims to ground breaking 


e play, did introduce something 


ratcheted up the competitive at- 


phere of the arcades—a high score 


table with multiple scores that allowed 


sign 


play 


O 


efin 


with the high score could 


(And no doubt, shortly th 


imited to three letters.) 


ilong the way to add 


players to enter their initials. Instead 


of an anonymous number, the player 


essentially 


his name to the score he earned. 


Bragging rights were thus locked in. 


after, 


tarted thinking of just how 


many crude things one can write when 


ther innovations were created 


to the fun of high 


score tables—some that worked, others that 
. The ability for games to save high 


scores even when the game was turned off 


ite plus. Ralph Baer’s invention of 


a small black and white camera 
that digitized a player's face and 


displayed alongside the high 
score on the table, on the other 
hand, didn't work so well. (More 


on that later.) 


When level-based games 


became prevalent, high score 


competed with the number of 


levels completed as an indicator 


ofa player's skill. For a while, the 


two 
ally 


games didn't even keep score at 


ived side by side, but eventu- 


evels became king until most 


all. But, interestingly enough, 
with the advent of online gaming 
communities like Xbox Live, the 
high score table has made a resur- 
gence. Even though most games 
still don't keep score, they have 
unlockable achievements that 
add points to a player's Gamer 
Score, which shows up with each 
player's profile when they log 
onto the network. 

Little do most players know 
that they have an obscure game 
called Szar Fire to thank for their 


Xbox 360 bragging rights. 
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First Voice 

One of the things I get to do as a game 
designer is write voiceover scripts—in fact, 
it’s one of my favorite parts of the game 
development process. I wrote the scripts for 
the recently released Dead Head Fred for the 
PlayStation Portable (PSP) handheld con- 
sole. The script, when completed, was over 
120 pages long—verging on the length of a 
feature film script. 

Voice is definitely a component of video 
games that is taken for granted today. It’s 
hard to find any game that doesn’t have at 
least some speech in it. Obviously, that was 
not always so. For the first eight years or so of 
their existence, video games were limited to 
“beeps” and “bloops.” 

Then, in 1980, Taito released a game called 
Stratovox. Suddenly, games were talking 
back—if only in crude, simple digital speech. 
Stratovox said a grand total of four things: 

Help me! 

Very good. 

We'll be back. 

Lucky. 

Thi 


today 


isn’t exactly a broad vocabulary by 


tandards, but back then, hearing a 


video game talk was like witnessing the dawn 
of a whole world. (Those of us who were also 
into pinball at the time had had the same 


kind of reaction to Gorgar—the first pinball 


r earlier.) 
A lot of games quickly followed in Strato- 


machine that talked 


vox's footsteps, and soon speech and other 


digitized sound and music was everywhere. 


By the end of the 80s, talking video games 


were commonplace, even at home. 


First Digitized Images 

In a time when photorealistic games are com- 
monplace, it's hard to remember that video 
game characters were once composed ofa 
small jumble of pixels that were so big on the 
screen that you could actually count them. 
Today, video games can display such detailed 
models that digitized characters aren't really 
necessary anymore—but for a time, digital 
images were the best way to get more realistic 
ooking characters in a game. 

Ralph Baer, who was still active in the 
video game industry, came up with an inter- 
s who achieved 


esting idea to reward play 
high scores on a game. He created a small 
black-and-white digital camera that was to be 
incorporated into a coin-op cabinet. When 

a P 


er got a high score, instead of entering 


his initials, che camera would take his picture 


and display it in the high score table. Baer 


had hopes that eventually, the device would 
actually allow players to have images of them- 


selv characters in the actual game. 

Of course, when the prototype of the Sys- 
tem was put on location, this new device was 
quickly discovered by the same crowd who 
had become three-letter Shakespeares when 
it came to entering dirty words on the high 
score list. Within a day, mischievous players 
were dropping their pants to grace the screen 
with far different images than originally 


envisioned. 


This would actually have been an aborted 
“first” if there hadn't been a continued desire 
to find a use for the technology. A company 
called Marvin Glass & Associates was design- 
ing the first video game based on a rock 
band— Journey. Using Baer's camera, they 
digitized the faces of the four band members 
and used them on the characters in the game. 
Although the images were crude by today's 
standards, this was the first time a digital im- 


age was ever used in a video game. 


Final Thoughts on Firsts 
As I researched these video game firsts, I 
couldn't help but wonder how it would feel 
to be the person to come up with the next 

s still 


great idea in the industry. Firs happen 


from time to time, but the medium is estab- 


lished now and, in an established medium, 
they are fewer and farther between. 
The industry itself is partially to blame. In 
the quest for the next hit video game, most 
publishers don't want to hear about new 
ideas—they'd much rather try to duplicate 


the success of an existing game by virtually 


duplicating the game itself. 


And I guess I have to face facts—I don't 


think it’s likely at this point that I’m going to 


come up with any firsts in my career, either 


as a writer or as a game designer. But that 


doesn’t mean that I won't keep trying, and 
keep remembering and appreciating the ideas 
and innovations that brought us to where we 


are today. GR 
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ec he Re-Discovery of ...” is a topic 

that I would like to visit here in the 
column from time to time. It’s something I've 
wanted to do for a while now and with Stern 
generating only a few pricey titles per year, 
many pinball collectors are either financially 


secluded or don't find enough interest in the 


latest title to justify the $4000+ investment. 
"There's still a lot of pinball out there for most 
readers to discover, and for the older pinball 
fans a re-discovery might be in order. So let's 
kick off this first installment with the few 
machines built by "Alvin G" in the early 905. 
Alvin G was founded by pinball icon Alvin 
Gottlieb. Alvin spent most of his career 
spear-heading the illustrious Gottlieb & Co. 


brand. In the 80's, Gottlieb was sold 


and Alvin soon retired from pinball manu- 


facturing. But in the early 90s, Alvin G was 
formed along with son Michael Gottlieb 
and the quest to provide the industry with 
quality and innovation in pinball started all 
over again. Jerry Armstrong (ex-Williams 
and Data East employee) and Wally Welch 


(designer of Bally s Medusa) were brought on 


to design the bulk of the titles wich Michael 


taking on more of the conceptual design role. 


"These were trying times for the pinba 


industry newcomers. In 1991, Bally and 


Williams had already merged and were 


producing hot titles that were selling wel 


and earning money for operators. The dot 


matrix display was just being introduced 


and complex playfield arrangements and big 
licensing (Terminator 2 for example) were 
driving the pin manufacturers to ever higher 


levels of innovation. The market 


s being 


saturated with fantastic titles from all of the 


big manufacturers, so what would Alvin G 
do different that would give them a foothold 
in the evolving market in late 1991? 


42 GameRoom |February, 2008 


Jerry Armstrong and had 
Jery 5 


The First Alvin G. Pinball 


А.С. Soccer-Ball was built as the first Alvin С 
title. Not a traditional pinball, but a head- 
to-head game where players faced each other 
directly. An ambitious design, the machine 
had the ability to offer a fun-factor to even 
single player games by utilizing “Auto-Flip” 
switches that actually sensed when the ball 
hit the non-present player 2’s flippers. Just 


before a ball contacted the flippers, che CPU 


klein 


sensed a switch closure 
and forced the flippers 
to energize, simulating 
a computer opponent. 


This same innovation 


was put into use during 


2 play ames to assist 


in scoring points to the 


correct player, based 


upon who made the last 
flip per contact with the NEW 
ball. The idea to put 

this switch into use was 

Alvin’s mental invention 
and spawned the entire 

action of starting the 


company. А.С. Soc 


Ball was designed by 


a production run of only 
500 units, compared to 
games like Terminator 
2 (15,000+ machines), 
and Gottlieb/Premier's 
Surf’n’Safari (2000+ 
machines). Alvin G re- 
ran 500 more machines 
almost 1 year later and 
changed the title to 
US.A. Football. A.G. 
Football, a flipper- 


Lele, 


A.G. SOCCER-BALL 


The First One or Two Player 
Simultaneous Play 
Two Ended Game 


“Switch-Flipper™ 


less head-to-head redemption game, had 

a production run of 100. In total, 1100 
head-to-head cabinets were produced. While 
I have yet to see one of these machines, those 
that own one or have played the flipper 
games are quick to admit that it is quite a 
blast even while playing by yourself. Where 
several head-to-head concepts had failed to 
provide real fun, these А.С. ‘ball machines 


succeeded. 


WEIGHT (UNCRATED) 
WEIGHT (CRATEO) 


T 
Жм Min 


я BUTTON FOR 
У TOUR" REPORT 


Al's Garage Band 

Near the end of 1992, Alvin G released a 
more traditional pinball machine with 4/5 
Garage Band Goes on a World Tour. This 

is another design by Jerry Armstrong and 
actually originated with Jerry when he was 

at Williams in 1987. Needing a new design 
quickly, Jerry finished the game and the 
company put it into production immediately. 
World Tour was competing with the hottest 
sales that Bally/ Williams had ever seen with 
thei 


record breaking pinball production in 
The Addams Family, along with other big 
titles like Fish Tales, and High Speed (these 
three alone total more than 47,000 units!). 
With all of these super-hot titles competing 
for the operator dollar, Al’s Garage Band 
goes оп a World Tour had only 1000 units 


produced. But is іса good game? Absolutely! 


And for this article, I paid my neighbor Scott 
à visit to get some serious one on one time 
with his World Tour. 

It's loaded with everything you would 
ra. Dot- 


expect from a machine in this 
Matrix display with video modes (albeit the 
most simplistic), 3 popbumpers, fantastic 


soundtrack in stereo, ramps and wireforms, 
vibrant color, a Nordman-like spinning disc, 
multi-ball, elevated mini-guitar playfield; 
what more could a player want in a machine? 
How about “bumper feedback"? An industry 
first, the flippers actually pulse your fingers 
when the ball hits specific items on the play- 
field. Thought-up by Alvin himself, a little 
coil pulses a small wireform into the flipper 
button as the ball bashes popbumpers and 
slingshots on the playfield. Most people that 
play this game actually cling to it quickly. 


The sounds and speech are catchy and funny, 


and the object of the game is more straight- 


forward than on many other machines of the 


era. Most shots are fairly easy to hit while 
others take some practice, a good indication 
of a decent playfield design. Ifyou get a 
chance to play this game at a show, auction, 


or friend's house, make sure you do. 


Mystery Castle 

1993 brought more of the same to the pin- 

ball industry. All the while, Alvin G contin- 
ued to struggle in getting their competitive 

products into the distribution circuit. One 


Al’s Garage Band 


OR 
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of Alvin G’s offerings in ‘93 was the Wally 
Welch designed Mystery Castle. This game 
has all of the great features found in Al’s Ga- L 13! 
rage Band with a ruleset based around a scary EO 
castle scavenger hunt theme. The machine 1 % 2 
has plenty of coolness to satisfy most pinball 
players yet the market only supported a pro- 
duction run of 500 machines. Mystery Castle 
hosts an array of shots, ramps, targets, multi- 
ball, stereo sound and speech, all wrapped in 
an attractive art package. This is an Alvin G 
machine that has eluded me. With the excep- 
tion of an emulated version in Visual Pinball, 


have not seen or played a Mystery Castle 


since I started collecting. 


Punchy the Clown 
Again in September 1993 Alvin G released 
Punchy the Clown, a2 


chine similar to Gottliebs Mushroom World 


e pinball ma- 


of the same era. It was designed for the kid- 


die redemption market. This, howev 


as 


nothing like an earlier attempt at traditional 
redemption by Alvin G with Dinosaur Eggs. 
Punchy the Clown was a real pinball 
machine. Previously, Michael Gottlieb had 
been a designer by concept only, but Punchy 
was 10096 Michael's design. It lacks a shooter 
ane as the ball is auto-launched ala Baby 
Pac-Man style between the flippers. But the 
playfield is actually a good design for the 
smaller form. 3 rollover lanes, 3 popbumpers, 


two 3-bank drop targets, a spinner, a newton 


ball, good kid friendly sounds, and a v 


ry 
colorful artwork package make this a ‘real’ 


pinball machine. My sons own a Punchy the 
Clown and I can attest that the game is not 


a pushover. Punchy offers a ruleset that is 
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much deeper than most late 70’s solid state 


machines, something you might not expect 


in a kiddie pinball. It even has a real knocker 


that cracks loudly when you win a game. 
There isno DMD, but rather a late 80% 
Gottlieb alphanumeric display. It has the 


ability to run in a redemption ‘tic 


mode or a traditional pinball mode. Only 
103 of these were made so it’s worth labeling 
as a semi-rare machine. I simply lucked into 
the opportunity to buy this one as I seen only 
e over the years. Adults find it as fun and 


challenging as the kids do. 


Pistol Poker 

And lastly, in November 1993, Alvin G 
started production on another Wally Welch 
design. Pistol Poker is a rich two level pinball 
machine loaded with features. The game is 
built around a western poker theme with a 
nice art package that flows well. There are 3 


flippers, 2 popbumpers, a 2 level playfield, 


dot-matrix display, great stereo sound and 


speech, and the typical ramps and wi 
you would expect on machines from this е 
Everything about the game seemed right, yet 
only 200 were built. And while the numbers 
seem absurdly low, I’ve stumbled across at 
least 4 of these machines at different auc- 


tions and shows. Musically, it reminds me of 


something I remember hearing on the old 


show Hee Haw. And the voice bits sound like 


something you would expect from any old 


western movie. 


Unreleased Titles 

As rare as some of these production pieces 
are, there are still other tidbits of concepts 
that never saw the light of day. Dual Pool, 
Max Badazz, and Slam’N Jam are listed 

at ipdb.org as non-production titles with 
Slam’N Jam being the last piece of history for 
the company in March 1994. 

Alvin G was quite a little company, one 
worth taking the time to explore further. 
While the distribution circuit wasn’t friendly 
to the new company’s product, you should 
be. There’s a lot of fun to explore in these 
machines. Apparently the people who own 
these little gems are holding on to them. Ata 
glance, eBay had no Alvin G machines listed 
and the Mr. Pinball classifieds listed only 
a USA Football. Ifyou are thinking about 
adding some of these titles to your pinball 


wish list, know that there are some things to 
consider. Replacement parts for these games 


are not plentiful so you might want to make 


sure you seek complete games. This also 


carries over to the mechanical parts like flip- 


pers 
kinds of devices. Of greatest concern is the 


slingshots, vertical upkickers, and those 
flipper mechanisms which seem to always be 
sluggish. While I haven't done the conver- 
sion, it should be fairly straightforward to 


convert the entire flipper assembly to a later 


Williams unit. And then there are the circuit 
boards. All are unique to Alvin G. The CPU 
is combined with a driver board and looks 
to be durable and straightforward. A lithium 
y AAs which 
tof the 


battery takes the place of leak 


tem 


is good news. The weakest ра y 
is the power supply board that is mounted 
in the cabinet. I’ve seen 2 of 2 with burnt 
connectors for general illumination. Still, 


it’s quite reliable and shouldn't be a 


son 
to discourage someone from buying one of 
these machines. 

During the course of writing this article, 
I can't help but ponder what it would have 
been like if Alvin, Michael, and the rest of 
the crew tried to start their pinball company 
in 2008 when only one pinball manufacturer 
exists, instead of 1991 when there were 
several. If there is anyone out there with the 
business experience to give it a shot, my vote 
would be with Alvin, Michael and the Got- 
tlieb family name. 

If you have a Mystery Castle, Pistol Poker, 
or World Tour that you don’t need, why not 
drop me an e-mail? popbumper@gmail.com 
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Alvin G. Resources 

The Pinball Compendium — 1982 to Present 
(available at gameroommagazine.com) 
TopCast Show 13 with Michael Gottlieb: 
www.marvin3m.com/topcast/past.php 
Internet Pinball Database — www.ipdb.org 


In Closing 


I feel it appropriate to mention the passing 


of pinball restoration and preservation icon, 
Russ Jensen. Russ and I first made contact 
with each other in 2002 when he suggested 


кул. onea 


ag NN GS 


that I make a DVD ve 
Pinball Expo video coverage. That began a 


ion of the first 


nice relationship that was renewed each year 
at Pinball Expo and occasionally through 
s. Russ 


was a wonderful man, very generous, and 


telephone conversations or e-ma 
certainly sincere about archiving pinball and 
the events that surrounded it. Russ died last 


November. I will see you again friend. 


Rob Craig (popbumper@gmail.com) 
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It’s quickly obvious from looking at Bill Nor- 
tons game room that bes a true video junkie. 
From mainstay classics such as Frogger and 
Defender, to lesser known gems such as Satans 
Hollow and Sea Wolf, Bill has a wonderfully 
diverse collection of golden-era video games. 

I can only imagine the cacophony of noise his 
gameroom generates when he has a party! 
And I have to give special props to anyone who 
quotes the under-appreciated Space Fury, a 
game I loved in my youth, even if only for the 


“performance assesment” at the end of your 
game (I was never more than an ‘adequate 
opponent”)! Congrats on a great GameRoom of 
the Month, Bill! 

Our game room started out to be just a 
small area in our basement where the kids 
and the kids at heart could hang out and play 
a few classic games to pass the time over the 
winter. Soon I noticed that this was quickly 
growing into an obsession. We found our- 
selves traveling hundreds, even thousands of 
miles to pickup arcade games that I won on 
eBay. We soon became big time travelers and 
went places I never would have ever dreamed 
of seeing. Growing up in Louisville, KY we 
never really traveled much except for the 
bi-yearly trips to Florida in the summer for a 
k- 


end trips to the mid-west, the northeast, and 


week. We soon found ourselves doing we 


so on. One of our most memorable trips has 
to be our drive up to and back from Chicago, 
Il in 10 hours to pickup my Space Fury game, 
only to get up the next morning and drive to 
New York to pickup a Multi-Williams game. 
What a rough weekend that was! 
Soon we started doing the coin-op auc- 

tions, as eBay was no longer able to feed my 


ferocious appetite of arcade game collecting. 


The tiny area that my wife had allocated for 
my machines was soon busting at the seams. 

I found I could arrange them in ways to get 
maximum games in a small area, but only one 
game at a time could be played due to space 
requirements. Soon games and parts were 
starting to be stored in various points around 
the house. Soon, after I started storing game 
parts in our bedroom and kitchen, my wife 
put her foot down. (Well, not really, but I 


wanted her to feel like she was in control!) 
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Actually she made me a proposition that 

I could not refuse. She told me if I would 
build onto our house and add a usable room 
to move the ТУ and other stuff upstairs and 
would keep the games in the basement, I 
could have the entire area. So $6,000.00 later 
and a lot of hard work, blood, and sweat, 

a new 400 sq. ft. addition was added and I 


gained the room I so desperately needed. 


‘The pictures show how the basement 
looks now, with the games spread out along 
the outer walls. Each and every game shown 
is in 100% working order and in good to 
excellent shape cosmetically. Over the years 
I have bought and sold over 100 other video 
games making trades and deals all over the 
country. The games that remain in our base- 
ment today are there for the duration as each 
and every one of them have a different story 
to tell about all our travels. I would be amiss 
not to mention the help on repairs I have 
gotten locally by a local arcade repair sh 
called Arcade Odyssey. Without the help 
from Edward, many of these games would 
still be setting around not working, but they 
now have a new lease on life. When I step 
into our basement arcade it’s as if the hands 
of time are being turned back, as I catch my- 
self reminiscing of being back in the corner 
arcade in the early 80% playing Space Fury 
and Star Castle and the only worry I had was 
how I was going to get another quarter so I 
can hear the alien from Space Fury : “You 
are starting to annoy me, creature. My destroy- 


ers will annihilate you.” 


Bill Norton 
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ike many people who grew up in the 80%, 
I was first introduced to video games 
at the local skating rinks and pizza parlors. 
Growing up in the San Francisco Bay Area, I 


it the 


also had the fortune of being able to vi 


"5 in San Jose for nu- 


original Chuck E Chee 
merous birthday parties and other occasions. 
My early favorite games included Ro- 
botron: 2084 (1982), Rush’n Attack and 
Operation Wolf, both from 1985, and After 
Burner (1987). 
Throughout the next several years or so, 
my fascination with coin-op began to wane 
to and my interest in other video gaming 
increased... first with Nintendo, and later I 
became obsessed with PC Gaming. 
995-96 I be- 


came fascinated once more with newer coin- 


In college though, around 


op games as well as those hidden gems in the 
dark back corners of the local arcades in State 
College (Penn State University), Pennsyl- 
vania. At the time, my obsession was mostly 


about the graphics. This was the era when 


hardware video accelerators like the Voodoo 
from 3Dfx, were just starting to become af- 
fordable for PC games-but the arcades often 
had similar hardware, but on steroids. 
Games like Virtua Fighter 2 (1995), Area 
51 (1995), and San Francisco Rush (1996) 
which used a commercial version of the 


3Dfx 3d graphics chip, totally captured my 


. It also 


imagination-and numerous quarte! 
sparked my interest in becoming a game de- 
veloper and so I joined a local group of stu- 
dents who were working on developing maps 
and add-ons for Doom and Quake. This led 
to my discovery that even though I had pas- 
sion for game development, I was neither a 
programmer nor an artist, and I wasn't even 
a very good game designer (though I have 
notebooks somewhere with game design 


ideas that will probably never be made). 
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What I did discover, however, was that I 
was pretty good at talking about games, and 


quickly began my career in game PR and 


Journalism. I was hired by Vicarious Visions 


to be their PR Manager and was also asked 
tow rite for GameSpy and seve al other 
publications covering “alternative platforms” 
.. another word of everything that isn’t PC 
or console. 

It would be almost 10 years later when 
I would come back to coin-op, but when I 
did it wouldn’t be from the outside, it was 
deep in the heart! Not just as a fan, but as 
the Marketing Director for the company that 
manufactured the cabinets for some of the 
most famous games of all time, including vir- 


tually all the games from NAMCO, SEGA, 


James Hills 


Public Relations 


ist Game Owned: 
Robotron:2084 


and Incredible Technologies. 

Even better was that this company was 
working on a project called FlexArcade 
that promised to bridge the gap between 
independent game developers on the PC and 


the coin-op market. If successful, FlexArcade 


promised to breath life back into the coin-op 

market through a virtual flood of fun new 

games at super affordable prices. 
For the next year I was neck deep in the 


coin-op world and rediscovered my passion 


for the crazy dysfunctional world of opera- 


tors, developers, mobsters, and distributors. 
During this time I was exposed not just to 
the latest and greatest games and concepts 
being developed, but I was also exposed to 


MAME and the concept of home arcade 


gaming through the company’s consumer 
product line called NextArcade, which was 
attempting to bring arcade-style PC games to 
arcade-style hardware. 


Unfortunately both initiatives failed fora 


variety of internal and external reasons but 
I was all fired up—not just about the future 
of arcade-style gaming but also all the great 


games that I had missed in my years wander- 


ing in the darkness playing inferior versions 


son my NES, SNES, 


of the coin-op class 
and PC. 


When I left that company, I decided to 


start a Public Relations firm, MarketingHelp- 


Net.com, and of course I couldn’t ignore the 
market that I became addicted to! 

Since starting that firm I have had the plea- 
sure to work with several home arcade and 
classic gaming companies including: Dream 
Arcades, Arcade-In-A-Box, RetroBlast / 
GameRoom Magazine, TimeCade from 


Quasimoto, Console Classix, and others. 


When I moved our office from the home 
to a commercial building with an elevator I 
finally had the opportunity to have arcade 


games back in my office and quickly moved 
my original 1982 Robotron: 2084 and my 
Frogger into the waiting room. 

"Those two games are especially important 
to my admission that I am a coin-op addict 


because you know that a passion becomes 


an addiction when your neighbors become 
aware of it. Plus they discover that you'll 
take possession of something—even if it isn't 
working. 

One day last summer my former neighbor, 
whom I hadn't seen in several months, shows 
up at my front door and we start chatting. I 
looked over his shoulder and I see what ap- 
pears to be a Robotron cabinet in his trunk, 
so I ask him about it. 


He tells me that his new neighbor was 
wheeling it down to be picked up as trash 
and he thought of me! What a find—not 
only was it a Robotron (my very favorite 
game!), but it was also marked on the inside 
with February and April 1982 inspection 
stamps. The only thing wrong with the game 
was that it needed to be cleaned and a couple 
fuses replaced. 

A few months ago another friend is mov- 
ing and unfortunately he can’t take his Frog- 
ger to his new apartment so I inherit that as 
well. Unfortunately it 


slight monitor 
problem but otherwise is in great shape. 
My home arcade setup also consists of an 
upright MAME cabinet and a Dream Ar- 
cades 


3-sided cocktail kit and it is perfect for 
our basement, along with my Wii, PlaySta- 
tion, and Magnavox Odyssey from 1972. 
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3 GIANT NT COIN MACHINE CONSIGNMENT 


e JUKEBOXES / у ү" ) ) а • BINGOS 

e VIDEOS B ЕТА 21. (NM! MV e PINBALLS 

e REDEMPTION. /|D ||| ру | a N. | e ARCADE 

e POOL TABLES 25009 L ES CN Д NI 627 . CRANES 

• POKERS atin: en mE ш ° MUCH MORE! 


KINGSPORT,TENNESSEE 
SAT., February 9th, 2008 at 10:00 a.m. 


MeadowView Convention/ Exhibition Center 

1901 Meadowiew Parkway @ Ph: (423) 578-6600 
* MOTEL RESERVATIONS — (423) 578-6600 ask for Reservations Desk 
* Mention Auction Game Sales for best rate! — TN Lic. # 1623 


SAT., March 8th, 2008 at 10:00 a.m. 
Dixie Classic Fairgrounds - Education Bldg 
421 W 27th Street 2 Ph: (336) 727-2236 

* MOTEL RESERVATIONS — Ramada Inn, (336) 723-2911 

* Mention Auction Game Sales for best rate! — NC Lic. # 6043 


WINSTON-SALEM, NORTH CAROLINA 
SAT., April 5th, 2006 at 10:00 a.m. 


Dixie Classic Fairgrounds - Education Bldg 

421 W 27th Street @ Ph: (336) 727-2236 
* MOTEL RESERVATIONS — Ramada Inn, (336) 723-2911 
* Mention Auction Game Sales for best rate! — NC Lic. # 6043 


TERMS: Full payment day of auction-Cash, Cashier's Check or Company Check with current bank letter of guarantee (no exceptions). 
EQUIPMENT MAY BE CHECKED IN: Friday—Noon until 9pm or Saturday—8am until 10am. 

SALES TAX: Applicable state & local taxes must be collected unless you provide a current copy of your sales and use tax permit. 
CONSIGNMENTS LIMITED. PLEASE CALL TO CONFIRM CONSIGNMENTS. 


AUCTION GAME SALES 


Rick Parsons, Owner & Auctionee 


TO BE ADDED TO OUR MAILING LIST, CALL TOLL FREE: 1-8 Q Q a Б 5 1-0 @ @ Q 
www.auctiongamesales.com FAX (931) 294-3181 


54  GameRoom|February, 2008 


Classic Areade Flyer of the Month 


Punch-Out!! (1984) 


AS CLOSE TO THE RING AS YOU CAN GET 
WITHOUT GOING THROUGH THE ROPES. 


LO MAS CERCA DEL RING QUE UD. PUEDE 
ESTAR SIN QUEDAR CONTRA LAS CUERDAS. 


United States 


Spain 


See thousands of classic arcade flyers at The Arcade Flyer Archive: 
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SAMERGONME 


Give Those Pins Some Shelter 


by PinWest 
Prices: $99.50 – $124.95 


www.pinwest.net 


It should be obvious just from these pic- 
tures that the guys at PinWest know how to 


make fir 


-class pinball covers. These are fine 
looking covers, even at first glance. 

What's even more impressive, however 
are the things that are not evident in the 
pictures, such as the unique closure designs 
available, including two designs that require 
minimal access to the back of the cabinet 


(alwa: ys a great thing when you've gota row 


of pins!). One closure style even uses mag- 
nets to allow for quick and easy “pull off” 
removal. 
The regular “2 flap rear” closure style re- 
quires access to the back of the machine, and 
I did find it a bit awkward to get installed, 
although it fit great once in place. The “Tight 
Fit” design incorporates a panel on the back 
of the backbox cover section that drops 
down, allowing you to connect it to the main 


at the bac 


cov legs without having to 
reach around the back of the machine. This 
was a great design: easy to attach, yet still 
providing full “wrap around” protection. 
With the exception of the “Tight Fit” de- 
sign, the main cabinet covers can be installed 
without the backbox section of the cover— 


which I suppose could be handy if you have a 
row of pins covered up, and can’t remember 
which pin is where! 


The backbox s 


main body, and include a special velcro seam 


ctions are separate from the 


that runs about 3/4 of the way up one of 
the back sides. Why? To make removing the 
backbox cover section possible without һау- 
ing to get out a stepstool, that’s why! Once 


again, a great design feature, making install- 


ing and removing these covers a snap. 
There are two fabrics available: a heavy 
felt-backed vinyl, including a padded, quilted 
top; and an “Ultimate” cover which features 
special UV-r 
by the boating industry). Water proof and 


istant Suntanium fabric (used 


fade resistant, these covers should provide 
a snug and safe haven for your pinball ma- 


chine, and good protection at a great price. 
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Save the Ringmaster’s Hideout 


by Orbit Pinball 
Price: $40 
www.orbitpinball.com 


Asa collector, any time you score a great 
pinball find and manage to nab a machine in 
excellent condition, you want to keep it that 
way: after all, playinga pinball machine leads 
to wear, but what fun is a pinball machine if 
you can’t play it? 

Luckily for 
lectors and players, there is are ways to keep 


those of us who are both col- 


your pinball in pristine condition without 
having to unplug it. Frank Gant at Orbit 
Pinball has a whole line of great plastic pro- 
tectors, so I knew where to look when I got a 


new Cirqus Voltaire pinball. 


What I didn’t expect to find, however, 
was this wonderful protector and top for 
the Ringmaster toy in the pin. This protec- 
tor consists of a special nylon ring that slips 
(okay, snaps) into the Ringmaster hole, and 
a new plastic top for the Ringmaster's head, 
replacing the original metal top. 

Installation was a snap (oh, you knew I was 


going to say that, didn't you?): simply raise 


the Ringmaster to his highest point, unscrew 
the original Ringmaster top, slide the ring 
over him and squeeze it into the hole, then 
screw in the new top. 

The ring actually has to kink slightly dur- 
ing installation, but the kink quickly *heals" 
itself, and the fit is snug and tight. I was 
concerned about the plastic “lip” on the edge, 
until I realized that the original metal top’s 
edge had more of a bump than the new nylon 
ring did. 

Gameplay is completely unaffected, even 
with replacing the metal top with a plastic 
one (the Ringmaster has an electromagnet 


in his head). It’s a truly painless upgrade, 


and looks completely “factory original” once 
installed. 
The Ringmaster hole may not get as much 


wear as holes on other pins, but mine did 


show some slight chipping around the edges, 
which was nicely hidden by the new nylon 
ring (available in green, yellow, or black). 

If you own a pinball machine, you owe it 
to yourself to check out Orbit Pinball. Frank 
always seems to be cooking up some new 
pinball protection product. Highly recom- 


mended! — Kevin Steele 


The original sted 
Ringmaster top 
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Booths e Tables e Chairs e Stools ө Moldings 
Metal Trim e Lighting Fixtures e Quilted Stainless Sheets 
Counter Accessories and much, much more - 
all Restaurant Quality - and all at Discount Prices !!! 


Send $3.00 today for your 
Gino's Malt Shop Collection Catalog to : 


Gino's Malt Shop 


301 E Main St. 
Carnegie, PA 15106 


(412) 429-7632 
From those good old dage when Sex was safe, 
"Mot Rods were dangerous, and Fate war a siuger 111 


To consider Price alone, without Quality, is to misunderstand the meaning of Value 


Dust-collecting equipment eating through your bottom line? 


Get It Outta There! 


Older coin-operated equipment is bringing in more money 
than it ever has in the history of the coin-op industry! Isn't it 
time you cashed in? Super Auctions will buy it directly from 
you or act as your agent and sell it at auction for you without 
headache or hassle. All you have to do is call —we'll arrange 
pickup and transportation — GUARANTEED!* 


Why is your warehouse exploding with older non-revenue pro- 
ducing equipment in the first place? Most operators will have 
to think about that question. Some will say they've always 
done this and soon end up with warehouses busting at the 
seams. Others feared years ago buyers would buy their equip- 
ment, then turn around and steal their locations, But ask your- 
self: Is there money to be made operating 19" monitor-style 
games in today's market? Or is that money sitting idle in your 
warehouse while you wait for the best time to sell? Well, now 
is that time! 


We don't cherry-pick! 

We've met operators who avoid so-called “buyers.” Experience 
tells them these buyers are cherry-pickers, interested only in a 
few select pieces that have become classics. We don't cherry- 
pick. We buy your new, your old, your tired and your poor — 

we take it all, working and non-working: pinball machines, 
video games, pool tables, kiddie rides, jukeboxes and 
more. And with our efficient crews, your warehouse can be 
emptied and ready for more, usually in just one day! 


‘minimum quantity required 
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Can you make more selling through an online auction site? 
Not likely. Most buyers are after a mere handful of the classic-type games. Though you 
may have a few of these, chances are most of your stored equipment are filler- 
type games, the kind most buyers wouldn't touch. Super Auctions specializes 
in ALL used equipment. We've conducted amusement auctions in more than 
17 states — we know how to re-market all types of coin operated equip- 

ment. We can drastically improve your bottom line selling your equipment at 
auction or buying it all from you right now! 


How much money have you lost today? The clock is tick- 
ing... 

How much cash do you lose everyday in rent, labor, utilities and 
insurance storing non-revenue producing equipment? Even if you 
own your own warehouse, aren't there more profitable uses for your 
building than storing dust collectors? 


Limited opportunity 
We're in a bul! market, but how long will it last? The current state of the coin- 

op industry indicates more and more used equipment will flood the market very 
soon, driving prices way down. Don't wait ‘til it's too late! Sell or auction all your free- 
loading equipment today! 


Fax your inventory to (562) 592-3929 
Call us at (714) 535-7000 
Email us at 
auctions@dslextreme.com 
All inquiries 

strictly confidential. 


Huction 
atch 


Knowing When It’s Time 


I was born a collector, but as years pass the inexorable awareness of 
one’s mortality tends to nibble on the conscious mind. To put it more 
simply, I’ve more years behind me than I do ahead of me—statisti- 
cally speaking. This notion of transience generates chilling thought 
processes and a growing desire to divest myself of possessions that 1 


believed to forever be mine. 


Okay, before things get too dark around here let me assure you I'm 
not on some crazed crusade to sell everything I own and live in the 


wilderness. I am, though, chipping away at Timmy's so-called collect- 


ible stuff. You see, I've had a lifetime of collecting interests and my 
typical pattern is to buy every damned thing I can find related to that 
interest. For example, I was recently reacquainted with an old TV 
series I used to love watching as a kid. What did I do? I bought all of 
the episodes, related books and some of the silly tie-in merchandise of 
the era. L even dug out my old comic books based on the show and re- 
read them. This nostalgic romance lasted about 6 months. It was fun, 
but now I’m already thinking of disposing of most of it. 

Ey- 


erything from original factory-issued publicity photographs to scarce 


In recent months I’ve been selling my pinball treasures on ebay. 


pinball parts and rare promotional items—and ebay is front and 
center to help make it happen. As much as I'd like to keep it all the 
marketplace has never been so ripe with buyers for the kind of goods 
I've hoarded. The occasion to sell has come for me in a chronological 


sense and to strike while the collecting mood is in favor. It’s time. 


A Wisconsin friend of mine who I've known over 30 years recently 
celebrated his 60th birthday. He's been a lifelong movie memorabilia 


collector and never sold a thing. That is, until now. He's engulfed 


with feelings of impermanence while a market is screaming for deli- 
cious rarities such as those he’s amassed. He has so much stuff that 
whenever something goes out the door it’s like removing snow from 
Mount Fuji... a flake at a time! He’s not happy about divesting, but 
he’s not stupid either. He, too, knows it’s time. 


s that possessions most certainly 


So while I remind myself these day: 
do serve a purpose, they also have a lifespan. Everything we think we 
own is merely on loan anyway. For now, it will be someone else’s turn 
to enjoy some of “my” things. ‘Tis better that I choose how and where 
it goes while I still can. It was me, after all, who brought it together in 
the first place. 

Oh, lest I mention the pleasantness of the monetary benefits? 


Tim Ferrante 


Coin-Op Auction Results 


(Compiled from eBay®) 


PINBALL 

Evel Knievel $1891 

Indiana Jones $3950 
Frankenstein $990 

Twilight Zone $3450 

NASCAR $2425 

Star Trek 25th Anniversary $1175 
Waterworld $1000 

Strike Zone $425 

Star Wars $2495 

The X-Files $1400 

Pirates of the Caribbean $3398 
Capt. Fantastic $1500 
Terminator 2 $1595 

Judge Dredd 51495 

Victory $1159 

Popeye $1300 

Spider-Man $3995 
Earthshaker $1050 

Fireball $2000 

Star Trek: The Next Generation $2999 


SODA 

Coke Vendo 56 $2850 
Coke Cavalier 38-5 $2700 
Coke Vendo 81 $3483 
Coke Vendo 44 $2617 
Coke Cavalier 72 $1025 


COIN-OP 

Evernice match vending machine $188 
Royal Mustang kiddie horse ride $2500 
Ask Swami napkin dispenser $155 
Victor golf ball vending machine $295 
Star 5-cent candy machine $240 


SLOTS 

Mills Aitkens Front 25-cent $1350 
Jennings Royal Dutchess 1-cent $1375 
Mills QT Hash Mark 5-cent $1735 
Jennings Standard Chief 10-cent $1426 
Mills Castle Front 10-cent $1085 

Mills Bonus Horse Head 5-cent $2700 
Mills Diamond Front 25-cent $565 


JUKEBOXES 

Rockola 1000 $2950 
Wurlitzer 2310 $1500 
Seeburg 222 $1799 
Wurlitzer 1080 $5875 
Seeburg 100C $2799 
Wurlitzer 2500 $1320 
Seeburg 100) $1099 
Wurlitzer 750 $9555 
Rockola Yellow Submarine $6262 
AMI JBH-120 $2600 


ARCADE VIDEO 

The House of the Dead 11152225 
Galaxian $199 

Arkanoid $600 

Street Fighter $500 

Ms. Pac-Man/Galaga $1475 
Smashing Drive $650 

Die Hard $204 

Centipede $550 

Gauntlet Il $598 

Marvel Super Heroes vs. Street Fighter $425 
Bad Dudes $123 

RoboCop $123 

Terminator 2 $500 

Pole Position $400 

Donkey Kong Jr. $128 
Golden Tee Complete $1025 
Deer Hunting USA $500 
Donkey Kong $460 

Blitz '99 $315 

Defender $1100 


PAPER 

Bally Lady Luck manual $13 

Bally Capt. Fantastic poster $20 

The Pinball Compendium 1930s-1960s $42 
1930s Wurlitzer parts catalog $15 
Wurlitzer 1800 color brochure $49 

1950 Coke machine ad $15 


FIXER-UPPERS 

Williams Taxi $459 

Gottlieb Monte Carlo $202 
Midway Mortal Kombat ll $6 
Wurlitzer 780 $956 

Coke Westinghouse WD-5 $310 


NO TAKERS 

Williams High Speed $1700 
Bally Doctor Who $1377 
Centuri TimePilot $700 
Wurlitzer 1100 $8999 

Coke Vendo 23 $699 

Mills Castle Front 10-cent $1850 
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OFFICIAL SCOREKEEPER FOR THE WORLD OF 
VIDEO GAME AND PINBALL 


orry folks. But if you think all the arcade champions play only at Funspot in 

New Hampshire or in Los Angeles — you're dead wrong! In this last month two 
major records were broken by new champions emerging in the Northwest, joining 
the championship ranks of local stars like Brandon Erickson (Star Wars), William 
Carlton (Missile Command/ Asteroids) and Steve Wiebe (Donkey Kong). That's 
right! And here they are: 


New Galaga Champ Andrew Laidlaw 


www.twingalaxies.com 
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сам YOU DIG 


New Dig Dug Champion 
Ken House 


Connect with other gamers at VGEvo.com! 
This online portal will quickly become your 
home for gaming news, links, media and 
social networking. Our multi-tiered memberships 
offer a range of advanced features including: 


Mention code 6808 when 
you register and get a 
FREE six month Gold 


Forums • Chatbox ¢ Blogs • In-House Articles Membership upgrade! 
Photo Albums • Arcade ° Podcast Network 


Classifieds * Feeds * Gaming Clans * and More! 


& Players, hobbyists, collectors, 


developers and experts welcome. 
VGEvo spans the evolution of video 
games from Pong to PS3 and beyond! 


www.vgevo.com 
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100 Words 
For Just 


SUPER CHEAP ADS! $5 for 100 words! 
(+$1 for each additional 25 words) 

No charge for BOLDED words. 

Phone: (440) 372-0728 

Fax: (310) 893-6780 

GameRoom Magazine 

PO Box 33490 

North Royalton, OH 44133-0490 
Online: www.gameroommagazine.com 


Wanted to BUY : GENCO 2 PLAYER BASKETBALL 1954, MUTOSCOPE 
SILVER GLOVES 1948, MUTOSCOPE KO CHAMP 1955, NATIONAL 
NOVELTY KNOCK OUT (KO FIGHTERS) 1928, GENCO MOTORAMA 1957, 
GENCO SPACE AGE 1958, GENCO JET PILOT 1959, UNITED STAR / SUPER 
SLUGGER BASEBALL 1955, GENCO CHAMPION BASEBALL 1955, GENGO 
QUARTERBACK 1957, CHICAGO COIN 4 PLAYER DERBY (HORSE RACE 
GAME) 1952, WILLIAMS TEN STRIKE OR TEN PINS BOWLER 1957, 
CHESTER POLLARD PLAY FOOTBALL 1924-1926, WILLIAMS MINI 

GOLF 1964, CC MIDGET SKEE ALLEY 1949 (or other manikin skee 

ball games), EVANS SKI-BALL 1940, EVANS IN THE BARREL 1940, 
GOTTLIEB SKI-BALL-ETTE 1940, EVANS BAT-A-SCORE 1948, EVANS TEN 
STRIKE BOWLER 1939-1953, BALLY SPACE GUNNER 1958, MIDWAY 
RACEWAY PINBALL 1963, MIDWAY FLYING TURNS PINBALL 1964, 
KEENEY AIR RAIDER 1940, BALLY SPACE FLIGHT 1969, SEEBURG SHOOT 
THE BEAR 1947 (or other Ray 0 Lite games), any FORTUNE TELLERS, 
any BAGATELLE GAMES, BAKERS PACERS OR PACES RACES HORSE 
GAMBLING GAMES, any UPRIGHT SLOT MACHINES (CALILLE / MILLS). 
Working or restored preferred, but will consider any condition. Would 
also entertain offers for any other older arcade pieces of any type you 
may have available. Oddball stuff welcome too! Email: WORLDPC@ 
AOL.COM. Phone 570-357-0042. (127) 


ACTION PINBALL WAREHOUSE — 200-plus Pinballs in Stock! 
Pinballs, Jukeboxes, Darts, Foosball Tables, Neon Lights, and more. We 
buy, sell, trade, and rent. 8290 N.E. Main Street, Suite 3, Fridley, MN 
55432, (763) 784-7279 www.pinballwarehouse,com (49) 


Need Jukebox Parts? Contact Durfee Coin-op, The largest supplier 
of original jukebox parts. Parting out over 500 jukes from the 19305 
thru the 805. Visit my site, Jukebox parts.com or email durfee@ 
jukeboxparts.com or call 978 544 3800 M Thurs 10-3 (EST). Fast service 
and shipping, all major credit cards accepted! 


WANTED: All Modern Arcade Games In Excellent Condition! 
Pinball Machines, Video Arcade Games and More from the 805, 90's & 
Today. Games must be in EXCELLENT CONDITION — Top Dollar Paid 
for MINT Condition or NEW-IN-BOX Games. WILL PICKUP GAMES 
ANYWHERE IN THE CONTINENTAL USA You will not have to lift a 
finger —We do all the work! Please contact David at BMI Gaming at 
877-FLA-PINS or 561-391-7269 from 1pm - 8pm Eastern Time. You 
can also visit our" Games Wanted" list, updated daily on our website at: 
www.bmigaming.com/shoplist.htm (Ir) 
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WANTED: Cash paid for the following items: Old speakers made by 
Jensen, Capehart, Altec Lansing and Western Electric. High frequency 
horns and drivers. Any Old tube amplifiers and other sound equip- 
ment from movie theaters. Old radio and audio tubes. Old tube 
type hi-fi amps, pre-amps, speakers etc. Old microphones. Old radio 
station equipment (large turntables, record cutters etc) Anything 
made by Ampex such as reel to reels, mixers, recording amps and 
consoles. Old military radio equipment (receivers, transmitters etc) 
Also buying 35mm movie projectors and 16mm film. CALL: Tom 
Wilson 937-477-9855 (78) 


FOR SALE: ESTABLISHED ONLINE CLASSIC AND MODERN 
VIDEOGAME RETAIL BUSINESS. 


HIGHLY SUCCESSFUL! Started with $4,400 and grew to $130,000-- 
business in less than eight years, as a part-time hobby. Requires less 
than an hour of investment daily, with virtually no overhead expenses. 
Over 10,000 items in inventory, most of which is new factory sealed. 


Since 1990, we have sold over 11,000 individual games, wit 
established regular and returning clientele base. We receive more than 
2,000 distinct individuals each day - over 3 ^ million UNIQUE visitors 

to the website since its inception. 


The company has a FANTASTIC reputation and name recognition. 
Being online before retro-gaming became fashionable, and coupled 
with sponsorship and appearances at dozens of videogame expos, 
people know our brand name. Web domain name is very established. 
Any Google or Alta Vista search for keywords such as “Classic 
Videogame’ or “Classic Videogames’ ranks us in the top 40, netting 
such admirable positions as #1, #4, #14, #19 and #36 out of over 20 
million results. Furthermore, the organization has an unheard of 7+ 
year FLAWLESS 100% Positive Feedback report from E-Bay. 


In addition to our inventory and reputation, we аге а destination spot 
for video gamers. The website has over 400 pages of content (articles, 
interviews, social networking, comics, etc.) that draw visitors to the 

website, thus increasing sales. 


Do not want to sell business, but personal responsibilities expanded 
with long-term illness and death of father. As result, I became primary 
caretaker for disabled mother, sister and siblings, in addition to my 
own personal family. 


The plan can easily be modified to work as a traditional "brick and 
mortar” operation in any town, while still accepting online orders for 
additional revenues. Ifa new owner were to focus on the business full 
time, the rewards could be even more amazing! 


Serious inquires contact (716) 649-4653. Ask for Michael. Thank you! 
(28) 


Need Jukebox Needles, Belts or Keys... Visit 
Needles4Jukeboxes.com Offering a complete selection of jukebox 
Needles, Cartridges, Drive Belts & Cabinet Keys. Easy to use online 
shopping, Reasonable Prices & $1.99 Worldwide Shipping. PayPal and 
Credit Cards are welcome. 


GAMES FOR SALE: We sell pinball, videos, and jukeboxes. We have 
The Addams Family, Indiana Jones, Corvette, Tales of the 
Arabian Nights, and No Fear, just to mention a few pins. Pac-Man, 
Galaga, Donkey Kong, 45 and CD jukes. Large selection of 
newer and vintage games, email us with your needs. Please visit our 
website: www.Pinballknights.com (38) 


DEALS - 150+ games, jukeboxes, pinballs, videos, pool tables, air 
hockey, arcade - from shopped to projects. Send in wants. Free delivery 
in Southeast and mid-atlantic on multi-machine orders. Call, fax, etc.: 
gpettylta@hotmail.com, fax 336-775-4009, toll free 877-839-1095, web 
site www.ltamusement.com, or ebay store Leisure Time Amusement, 
Inc. (28) 


For Sale: Jukeboxes: AMI 040 $850, Rowe (0100 $600, CD100A 
$700, Seeburg 2x100-B $700/$1000, 100-6 $1400, 2xL100 
$950/$1100, 220 $1100, BMS-1 $250, 0100 $750, AY-160 $700, 

HSC #6000 $400, SPS-160 $400, STD-160 $400, 2xSMC1 $500/5700. 
Wallboxes: NSM Consulette $150, Melody Lane Phonette $50, Rowe 
WRA $75, Seeburg 3W100 $100, SC-1 $75, DEC $85. Pinball: Daval 
Odd Ball $400 Video: Silk Worm $100, Bump Megatouch bar top 
$100, Misc: Jacobs #35 Coke $1650, 15’ American Shuffle Alley $500, 
Jennings Lollypop Scale $400. Lot's more stuff for sale, visit Jukebox- 
parts.com to see it all. Durfee Coin-op the jukebox parts kingpin! 
978 544 3800 M-Thurday 10-3 (EST) or email durfee@jukeboxparts. 
com anytime! 


PLAY PINBALL IN CONNECTICUT! We have some of the best pinball 
machines to play or buy, including Star Wars, Sopranos, WWF Royal 
Rumble, Monster Bash, Cirqus Voltaire, No Good Gophers, Bram 
Stoker's Dracula, Pinball Magic, Lord of the Rings, Simpsons, Attack 
from Mars, and so much more, including arcade games! Wolcott Video 
Outlet, 1796 Meriden Road, located in Wolcott CT since 1985. Easy ac- 
cess off l-84. Don't forget—all of our pinballs play like home-use-only 
machines! Stop by and help keep the pinball dream alive! 

(203) 879-3083 (Ir) 


BACKGLASSES WANTED: Need backglass for 1970 United 
Six-Shooter shooting game (backglass has a stagecoach on it), 
and the wooden base for a 1080 Wurlitzer jukebox. Call Tom in 
Vancouver, BC at 604-576-8758 (28) 


For Sale: in S.F. Bay area Used Jukeboxes and Parts. Consisting 

of Rockola, Seeburg 455, Rowe 45% and CD, and NSM CD. Rowes 
mechanical and electronic parts for 60% through 805 models. 
Complete Rowe Jukeboxes from model R85 to R92 and Rockola 
Jukeboxes from the 605 and 705. Email to Rich Gas@comcast.net. 
Custom Jukebox and Sound. Inventory and prices at jukebox4u.com 


WANTED---Golf Pinball Machine —Williams Mini Golf--Driving 
Range--Chicago Coin--Par Golf--Southland—Little Pro—Bromley—Little 
Pro--email packmanaf@aol.com or call 201-522-0155 (58) 


COON HUNT LEGS—Gun Stand Leg Set $89.00--Cabinet Leg Set 
$129.00--One set of each $189,00--Quality Chromed Reproductions 
Buyer Pays Exact UPS Charge--No Packing Charge--email -packmanaf@ 
aol.com or call 201-522-0155 (128) 


www.YourGameroom.com Everything for your Gameroom, Fun 

& unique Nostalgia. Decorate your gameroom with Gas Station and 
Firehouse memorabilia. Life-size figures, restored 1950s soda fountains, 
gas pumps, jukeboxes, coke machines, candy machines. www. 
YourGameroom.com also has restoration services for antique slots, 
jukeboxes, and soda machines. Jukebox manuals, 45 rpm record sets, 
don't forget gumball machines, record players, Coca-Cola decorative 
items, pinballs, videos, automobile sofas & wall hangings. Visit www. 
YourGameroom.com to see hundreds of classified ads, news alerts, 
and articles. Over 100 web pages. New stuff every week at: 
www.YourGameroom.com (78) 


Your Ad Could Be Right Here! Visit GameRoomMagazine.com or 
call (440) 372-0728 to submit your Power Ad. Just $5 for 100 words, 
one of the cheapest advertising options available anywhere! This ad is 
just 45 words long — imagine what you could say with 100! 


Aha! I smell a 
bargain! 


MarketPlace Rates: $18 per full-color 1/16 page (3.667 x 1.25 inch) section. 
Combine as few or as many sections as you need! 
Quantity Discounts Available. (440) 372-0728 or info@gameroommagazine.com 


Also: 20,000 Flyers and Schematics for Sale! 


2993 Lynn Road, Canfield Ohio 44406 
(330) 549-2596 MGPacak@aol.com 


Specialty 


1 i P. O. Box 95 
Mike & Debi Studebaker 120 Oak Street 


Owners Moro, IL 62067 


Phone: 618-377-2309 
Fax: 618-377-2309 
Email: mike@specialtystands.com 


Web: www.specialtystands.com 


Slot Machines Wanted 


Also old Wurlitzer Jukeboxes, 
Nickelodeons, and Music 
Boxes 


Plus any related devices 


Frank Zygmunt 


Buy & Sell 
Finder’s Fee Paid 


COLLECTOR 
MAGAZINE 


2545 S.E. 60th Court * Pleasant Hill, ТА 50327-5049 


Any Condition 
Paying Cash 


If you're reading 
this ad, so are your 


customers — advertise 
in GameRoom 
Magazine today! 
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THE 


Last Wor 


his last Christmas was pretty good for 
me overall. While I’ve never been big 


into getting stuff for myself, I treated myself 


to a special present this year, something that 
have been wishing for for nearly twenty five 
years: a Vectrex gaming system. 

I'd actually forgotten about my long-lost 
ust for one of these amazing-for-the-time 
gaming systems, but December’s Wayback 
Machine column on the birth of the Vectrex 
brought back the memories and the long- 
dormant desire to own one with a vengeance. 
п а perfect example of nostalgia-based 


impulse buying, I quickly sought out and 


bought a Vectrex of my own through eBay. 

A moment or two for quick reflection and 
a brief history lesson: The Vectrex was one of 
the first home cartridge gaming consoles, a 


one-of- 


cind system that even included its 


own b 


in picture tube and unique vector- 


based display system: Instead of blocky cubi 


s- 


tic graphics, you got precisely drawn lines. 


Granted, you got nothing but lines (and 
only in black-and-white at that), but that 


didn’t diminish the amazing achievement 


that was the Vectrex. You don’t get a graphic 


made up of groups of blocks stacked together 


to vaguely resemble something else, you ge 


honest-to-goodness lines, each precision- 


blasted onto the phosphor coating through 


magnetic manipulation of the electron gun. 


To a geek such as myself, even the technology 


sounds dangerous and exciting. 
I can still remember stumbling across this 
system in the Sears Wishbook back in 1982 


and longing for the cash to be able to buy 


one. Unfortunately, my father opted for the 
more "family-friendly" Atari 2600, since it 
could be played on our TV and supported 
more than just two players. As a fan of vec- 
tor arcade games, such as Asteroids, I was 
crushed at his choice, but I also realized 


that at least I had access to a home gaming 


ystem. My dreams of owing a Vectrex faded 
soon after the system was discontinued, and 
I never really gave it much more thought... 

at least until David Ellis' article awakened a 
previously undiscovered collector beast hid- 


den deep within me. 
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I've always had a soft spot in my retro- 
gaming heart for vector video games, if you 


haven't already guessed. The 


isp lines, the 
almost too-bright glow of dots, the ultra- 
smooth scaling of the graphics... it was 

all just mesmerizing to me as a boy. From 
Asteroids to Tempest, if there was a vector 
game in the arcade, I played it. And while 
many of these games are now available for 
home computers (either as ports or actually 
emulated on the PC), nothing compares to a 
true vector monitor when it comes to show- 


ing these games in their original glory. 


The Vectrex is not a powerhouse system, 
but it does amazingly well considering the 
limits of its hardware, in part due to the vec- 
tor display and its ability to scale an image 
to any size without using more memory or 
processing power. Those glowing vector lines, 
almost neon-like in their ability to seduce, 
is still a 


are at the heart of why the Vectrex 
sought-after collectible. It’s a testament to 
vector displays that so many still lust after 


their amazing glow even to this day—its 


legacy will live on, burned into the retinas of 


starstruck arcade gamers everyw here. 
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Web Store 


Pinbal¥ List 
.& Price Guide 


IN 1999, THE WORLD'S GREATEST PINBALL MANUFACTURER LAUNCHED 
A LASTDITCH EFFORT TO SAVE THE DYING PINBALL INDUSTRY... 
: 2F -WOULD IT WORK? 
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TWEDBIESE SET = 


Everything You Need To Create the Game Room of Your Dreams 


г Nou. 
y! EV. 
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Black Limite 1 
Edition 


` Coming 

Soon: 
e КА А T tlie. 
Caribbean E An. 


Also Available C PI | 11° пўш =? 69 
New Іп Carton: Call or Email “Pinball E m Ri der 
Spider-Man 
The Simpsons accor Pong 


World Poker Tour i 
=.) 5} 


The Sopranos Toll Free (866) 323-5225 oF (800) 4 › 


Made with love’ by: 


<EIROMAG- 


Our goal iS to preserve classic video дате magazines so that 
they аге по lost permanently: 


People interested in helping Out in any capacity; 
please visit us at retromags-com: 


No profit is made from these scans, nor do we offer anything 
available from) the publishers themselves: 


Ifyou соте across anyone Selling releases from 
this Site please do not support them and do let us know: 


Thank you! 


